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Over £1000 in prizes must be won 

Printers from Datastar/ 


Confuzion Sweatshirts/ 

Plus-Hot News, Handy Hints 
& the might of Modems 
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SNAIL EACE - Unbear'able excitement. 3D 
'thtrOii'gbbK&d racing snails^ battle te tbe finish. ™ 
Super features include COmputercalciilated odds, form 
guide, excellent sound effects, amodth m/c graphics, 
Rivetiing excitement guaranteed. 


EXECUTION - They lold me it would be bad but I never 
ihnught it would he like this,. must keep a clear mind- 
can’1 afford to panic...lime is fast running Dut...dcin'l 
think my nerwes will stand much more dI this!*! A brain 
straining momory bashing game of v^ords. 


All games fust 


DATACOM PUBLICATtONS: 

407F Hockley Centre, 
Birmingham 618 6NF, 
L Tel: 021-233 1800 


Trade enquiries 
welcome 


Each 


These games will be available 
from your dealer 

or POST FREE* 

direct from: 

DATACOM PUBLICATION'S:^ 
using the coupon provided '■■■; 
{or just write in) 

* U.K. only - Over 5 ea$ add £1 p & p 


INTERPLANETARY TRADER - The most addictive, 
mind blowing, feature packed spsoe adventure you will 
ewer experience on your AMSTRAO CPC 4€4. Defend 
your cargo againsi space pirates...navigate asteroids, 
hiack holes, magnetic storms...Total concentration is 
required in your quest to become a GALACTIC 
MEOABILLIONAIRE!!! 
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A SPECTACULAR FLIGHT 
SIMULATION OF THE 
WORLDS MOST EXCITING 
JET FIGHTER WITH 
STUNNING 3D COCKPIT VIEW 
AND DEADLY 3D AIR TO AIR 
COMBAT 
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The SUPREME SIMULATION . 

it i^&ves th& rest at th^ mnway threshohJi ^ 

SPECTRUM VERSION VOTED 
"Simufation of the year- 1984'' 

If ■ by CRASH MICRO READERS. 
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AMSTRAD CPC 464 



Fighter Pilot 


n 

£0 95 

COMMODOREM 

Fighlec Pilot Disk 

n 

£14.95 

Fig lief Pilot Cassette 

□ 

£3.95 

LOADlhO TliaES 

DISK - 1J7 SECS 




CASSETTE-300 SECS 



SPECTRUM 

Ntght Gunner 

ABK 

□ 

£6,95 

Fighter Pilot 

A6K 

□ 

£7.95 

Tomahawk 

AQK 

Coming 

TT Racer 

4BK 


Soon 


Cheques payable lo Digital Integration Ltd 


NaiT>e__ 


.TolaJ 


Or debit my Access Accouni No, 


□□ 




DIGITAL _ 
INTEGRATION O 

Watchmoor T rade Centre, 
Watchmoor Road, 
Cambertey^ Surrey 
GU15 3AJ 


Tale Sates 


Trad* Md Espoft enqulrin 
wAiCQme, Lifetime Guarantee, 
















































© Amstrad and Amsoft 

Nopdft oftfifsputfiatfon maybe repfodOced uwtfiotrf 
die permisshnofchecopyrightovvrier. 
fifease ryote that whUst effort is made to ensijre 

tfw accuracy ofafi features and tistingstiefeH we 
cannot accept ar^liabiftty whatsoever for any 
mistakes or misprints herein. 

Contributions are welcomed from readers and 
professiorialpumaiists. ffyou vvant them returned, 
then piease send a large with ^tsubmissfons 

Please note the views and opinicins expressed herein 
are not necessarily those of Amstrad, orAmsc^but 
represent the views of our many readers, ovvnerSr 
members arxi contributorSr 
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Amstr^id Use: is the OFFfCfAL magazine for 
Lfiers of the Arrritrad CPC464 and CPC664 It is 
publiitied momhly. the next issue wiJI Ije on s^ile 
frooi May I tth 19SS, fiack issues are available 
from Amsoft Maif Order £1.20 each 
(including postage]. 
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Just when you thought it was safe to open the wardrobe! 


Impre&s your friends at fort.hcoming computer shows by 
wearing the latest T shirts from Amstrad Computer User. 
These T shirts, exclusive to us, feature the magazine logo in 
red on a cool white background. Get ready for those long hot 
summer nights slaving over your Amstrad computer and 


take advantage of our mega offer now. Stocks are limited to 
medium sized readers only but they are quite a generous 
medium. Don’t delay - send today, the T shirts are available 
at £3.35 to club members and at £3.95 to everyone else. 


X- 

Quantity Order Value Date 


SOFT981M 






Access Card No, 



5 

2 

2 

4 












Barclaycard No. 


4 

1 

2 

9 












Expiry Date. 


Orders only accepted for delivery in the U.K 
Al I prices inci ude VAT & postage and packi ug 
Cheq lies or postal orders payable to AM50FT 


* GiscEHint price awailablB only tc the rosietered USER CLJUS MEMBER fMtwi 
purciMMd dinct f ram Amidtt, mtmlMnhip riurnber. 

ThfiB name and addrpsB rnustbethethe regislaFediMmbetmartMand 
addr«M. h'purahaHdbir credit card Rnnuttt(»hMtberi»fncind Bddre»» 
sdvited ID the cr«dit card company. 

(PLEASE ALLOW MAXIMUM OF28 DAYS FOR DELIVERY] 
(Most Orders will be despatched within 7 days) 


SUBJECT OT AVAILABILITY AND OUR NORMAL TERMS OF BUSINESS ALL 
PRICES A SPECIFICATIONS SUBJECT TO ALTERATION WITHOUT NOTICE. 


**NAME Mr/Mrs/Miss 
(Pleasodeiele) 


*USER CLUB NUMBER 


Initials 
Surname, 


□ □ 


^ADDRESS 


... POSTCODE ... 

DAY PHONE NUMBER ..... 

POST YOUR ORDER TO: 

AMSOFT. Brentwood House, 169 Kings Road. 
Brentwood, Essex GMI4 4EF 
Or phone the ORDER ACTION LINE (0277] 230222 
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EWS 


against a variety of opponents. This game 
sounds as though it will do more for joystick 
sales than Daley Thomsons Decathalon. 
The software should be on sale at the end of 
July at ’8,95 in the distinctive hologram 
labelled packs. The great man himself has 
endorsed the program and I’m not about to 
argue with him, 


CP/M 86 F or Amstrad 
Computers 

Screens Microsystems are now working on 
an 6086 second processor for the CPC464 
and CPC664 computers, The device will 
allow the user to expand the memory of the 
system to 128K and will run all CP,/M 86 
software. This will overcome the 
shortcomings of the 38 K TP A when using 
the standard CP/M 80 system. Serins hope 
to he abb to supply DBASE II and the 
“Perfect" suite of softivare to run with the 
system. The hoard ife still at the prototyping 
stage but the first production units should 
be available in August, 

Also available from Screens is a 5 1/4 inch 
disk drive. This will allow users who have 
another CP.'M machine to transfer files 
between say an Epson QX10andaCPC464, 
It is possible to have the 5 1/4 inch drive as 
drive A by using the Screens interface. This 
does not support Amsdos but will run all 
CP'M programs. The device will cost £300, 
Amstrad User will test the device as soon as 
we can. You can contact Screens on 09274 
20664 

Knock - Out. 

Elite “ the software house, not to be confused 
with Elite the game - are to bring out a new 
title for Amstrad Computers. Frank 
Bruno’s boxing is similar to the arcade 
game “Punch out". Players control a boxer 




COMPUTER 


Overseas Subscriptions. 

Due to popular demand Amstrad Computer 
User is now available direct to overseas 
readers. The rates for 12 issues are as 
follows: 

Eire £20 (Sterling} 

Rest of the world £25 surface mail 
Rest of the world £45 ai r mail 

You should send your lovely money to 
Garwood Wholesale Ltd, 45 Plovers Mead, 
Wyatts Green, Essex CM16 OPS. Payment 
should be made in the form of a Sterling 
cheque drawn on a British bank or 
International Money Order. 


Double-decker 

software. 

Bubble Bus is a cute name for a software 
house They have published a 3D Ladders 
and platforms game. Called Hi Rise which 
features Harry the builder. His task is to 
build a frame within a day. Both energy and 
paint are limited. You can move Harry from 
four different view points. The program is 
written by Hick Strange - famous for his 
“Hustler" program. Hi Rise will be 
available at the end of July. Also new from 
bubble bus is a set of business utilities 
called Clock-it, Use-it, Grap 


& : 

Clhe,^' 'ii.cs, 





L|OL)V^. TRc/za/C 

fo p/.AM i\OL>l? 

Wham' i'ap^ , 

fHI5 ACiAlM HA\lC Nf 
ipu! 
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NEWS 


In RAM no-one can hear 
you screem. 

Stome games are very difficult to classify^ 
Alien from Argus Press Software is one of 
these, If cornered I suppose I would call it a 
strategy game. It is, however, very 
complicated. You have two objectives, 
either to escape (with the cat if possible) or 
to kill the parasitic monster. This may well 
mea n nothi ng to you if you have not seen the 
X-rated film, but those w^ho have will know 
the terror of half knowing where the 
monster lurks on the ship, They will also 
know how the crew react. Perhaps every 
copy should be supplied with a video tape or 
some cinema tickets. The program will be 
available from Am&ofl very shortly. 

Amsoft go for gold. 

There is nothing new under the sun and 
whoever thought up the title of ‘Amsqft. 
Gold' is unlikely to be credited for 
originality. However the name does its job 
very well, Amsoft are to bring out some top 
quality Boft.ware. This will be distingushed 
by the new name, new packaging and a 
higher price (well two out of three aiuT bad 
-Ed), The first title to be launched is Sorcery 
11. This will be a disc based version of what 
is still reckoned to be the best game 
available on the Amstrad, Sorcery II will 
feature over 80 rooms, more monsters and 
better sound. 


Risky Business. 

Everyone likes to take the odd gamble^ that 
is everyone except the people who earn their 
crust from others gambling^ so the owners of 
casinos are going to be able to play safe. 
They will be able to install a CPC464 to see 
how much each table is taking (or losing) at 
the touch of a button. The system is 
networked and will supply the uaer with a 
running total of how things are going with 
special feature to take into account 'High 
rollers'. As alw^ays the house will be the 
winner, 

Melbourne House 
Winners. 

For all of you who entered the Melbourne 
House Competition here are the winners: 

Mr S Mozley - Sheffield, Charles H M 
Joynson - Bradford, A C Stevens - Leeds, B R 
Tranter ■ High Wycombe, ft Craig-Ilkeston, 
Wai Tsang - Ipswich, N J F Markwick 
-Powys, N Hadi - Bristol, Monica Leiba 


-Carlisle, Steven Thompson -Thetford, Mr 
M Lowing - Carshalten, A M Veness -Sutton 
Coldfield, David Litherland - Bolton, Paul 
Harrison ■ Cwnbran, Jason Bloomfield 
-Ipswich, Adam Flynn - Kings Lynn, 
Michael Roy Jackson - Warrington, Robert 
John Taylor - Selston, A Matko -Glasgow, 
Ian D Webster - Warrington, Neil Casey 
-Waterfall, Claire Everett -Shepshed, 
Antony Welsh - Walsall, Andrew Sharp 
-Broxburn, E R Marks - Wellington, David 
Etell - York, Campbell Barr-Kilwinning, Mr 


Lingfield. 

Each winner recive a copy of 'The Ins and 
Outs of the Amstrad" by Don Thoinasson, 

The answers were as follows: 

1,2 and 15 Sorcery 

3 and 17 Splat! 

4 Admiral Graf Spee 

5 Harrier Attack 

6 Pjjamarama 

7 FI ashman 

3 and 16 Roland in Time 
9 Roland on the Run 





10 Hunchback 

11 Roland Ahoy! 

12 Quack a Jack 

13 Jewels ofBabylon 

14 Screen Designer 

18 Mutant Monty 

19 Centre Court Hunchback 

11 Roland Ahoy! 

12 Quack a Jack 

13 Jewels ofBabylon 

14 Screen Designer 
18 Mutant Monty 


WIMPs for the Amstrad 

WIMPs stands for Windmvs, Icons, Mouse 
Programs and are the fashionable things 
with business computers, Apple have the 
Macintosh, Epson have Taxi and IBM have 
MS-DOS windows. Now the Amstrad is on 
the road to joining this crowd. Advanced 
Memory Systems who produced the AMX 
mouse for the BBC computer are in the 
throes of producing the Amstrad mouse 
They claim that the package will be very 
similar to the one for the BBC, The AMX art 
package which ivill also be available has 
many features not usually found on 8 bit 
micros. Amongst these are a fill and unfill 
with stipples and pull-down menus. 
Features which all contribute to making the 
system more "user-friendly". The mouse 
and software should cost around £90 and be 
available in September. For those who are 
going to make the most of this device it is a 
bargain. 

Pretty paint. 

CRL have produced a painting package to 
allow^ you to design screensj characters and 
sprites. Multicoloured characters are 
supported with transparent inks. There 
should be a full review of this utility in a 
future issue. The "Amstrad Artist’’ costs 
£9.90 and comes on tape with a neat little 
manual. 
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North Sea BuEllon 


Galaxja 


Fruity Frank 


Star Avenger 


Shadow of the Bear 



I59EMDLE 


Home Budget 


Database Zen Assembier Artwork 


Bridge 


1 


I 




BOOKS 



The 
Amstrad 
CPC 464 
Explored 

by John Braga 


ZEN 
and tile 
Amstrad 
CPC 464 

by fan R. Sinciair 


This superb book fs designed to iet 
every CPC 464 user, a^ whatever 
level, get the most from his 
computer. After an introductory 
section on the specia! Bask 
features^ the bo^ looks in depth at 
the eMceiient sound and graphic 
fetcifities. 

This hook covers the CPC 464 
itseif a detailed guide to Zen, an 
introduction to the 2-80, ROM, 
and JZAW, subroutines, screen 
and keyboard, cassette I/O and 
how to plan a program. The text 
is iitteted with iilustrations, 
diagrams and help/ui program 
exampies* 


Pksse send full cstelogue on Amstrad CPC464 
products. 


Name 

Address 


I 
I 
I 
I 

Trade Enquiries Phone 07357-4335 
l&'to/s wishing tocaSatourPangboirnKManukcturingandl^tribution Centearsadvisedtoj^one 07357-4335Smhran early appointmenL 


An outstanding selection hom Kuma’s rapidly 
expanding range of Entertainment and 
Application SoDfware for the Amstrad CPC 464 
Micro^ompuier. 

Now available from selected branches 
of Co-op, Grnnnda, MOnV and 

Kuma Computers Ltd.. Unit HorsoslicH Park, ^ 
HoreosliDfl Hoad. Pongbourns, Barks BGS 7JW. 



Phone. 


i own a/j Amstrad CPC 4S4 computer f/J 

Trade Enquiries Phone 07357-4335 














































































































































NEWS 





Amsoft’s original snooker game was a very polished affair 
-but when it was decided to upgrade the action with slicker 
ball movement and all round faster play thanks to speedier 
control responses, who else but Alex "Hurricane" Higgins 
could possibly be invited to lend his name to the game? 

Amsoft^s Hurricane Snooker game was given the once over 
by the past World Snooker Champion as the Hurricane 
whistled into Amstrad’s Brentwood HQ to meet Amstrad 
Chairman Alan Sugar to settle the endorsement deal. 



After a brief ceremony at Brentwood HQ, a photo session on 
the tables at nearby Abridge Country Club drew some 
surprised glances from the regulars on a Wednesday 
afternoon - plus the usual posse of autograph hunters who 
were duly obliged with the celebrity monica. 

Knowledge that the competition snooker program was sold 
under the steely gaze of arch rival Steve Davis added to the 
occasion, although Higgins confessed that he doesn’t 
actually own a home computer of his own, as he*s too busy 
dashing about the country to get stuck into the finer points of 
programming. Maybe someone would like to sponsor a 
challenge match between messrs Higgins and Davis on 
computer snooker? 

Having recently moved house to one with a substantial 
acreage of lawn, it looks as if the Hurricane’s summer season 




will be spent cruising across a slightly rougher green baize 
surface than the one in the Crucible as he pilots his newly 
acquired sit-on mower around the garden. 

The new game features the original elegant scoring frame 
and numbered ball options for monochrome monitor owners, 
but with faster control and ball motion, coupled with a much 
larger 'target’ marker. 



Another new product from Amsoft. will be "Hurricane 
Pool”* this will give you a chance to practiceyour computer 
cueing action at the popular American bar room game. 

Both games will be enhanced by the addition of the 
Amstrad SSAl speech synthesiser. If you pot the wrong ball 
the game will tell you^ This means an end to sneeky cheating 
while your opponent isn*t looking. 

As with all Amsoft products "Hurricane Snooker” and 
"Hurricane Pool" will each cost £S.95 and should be in the 
shops very* very* soon. 
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OF MIND AND MACHINE 


Price £6.95 Trade and Credit Card orders: Telephone (0734) 591678 


INCENTIVE, 54 London Street, Reading RG1 4SQ 
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PJease ^ear in mind (iiat the 
expressed herein nre not necessanly those 
of Amstrad or Amsoft, Be assured that all 
your views are given thorough 
consideration. This letters section is the 
Amstrad Computer User's own forum. 



Plugging Loud Bob 


In answer to a letter appearing in the 
problems page of the May is^ue, by a Mr 
A.C, of Bimunghant, I offer the following 
advice as suggested in the reply* Whilst I 
certainly agree that to utilise a different 
character matrix standard would be a most 
arduous task, but the Japanese seem to 
manage their character set in a small 
matrix of 8 x 8. 

As an alternative I suggest that Mr A.C. 
purchases a 464/664 as it is the best home 
small office educational micro on the 
market; and if he ever persuades himself to 
take the micro to work and not leave it at 
home for his own personal use, he could do 
worse than purchase a character designiug 
program and to complement it with a 
printer character designer,,., I just happen 
to have written both of those. 

With these programs he would be able to 
design the language fonts himself, to use as 
he sees fit, redefining the keyboard is no 
trouble and to print from right to left and 
vice versa would require a small 
amount of code patching the 


Write to reply 


text handling calls where necessary to 
perhaps a custom word processor, a 
graduate computer software engineer 
should have no bother I would have 
thought. 

If Mr, A.C. does buy a CPC464/664 then I 
would be happy supply FREE of charge a 
copy of PRINT with the AMSTRAD a 
versatile U.D.C. designer with functions for 
Rotate B/L, Inverse, Mirror H/U, Condense 
Enlarge H/W, Move B/B, Hex and 
Decimal parameters, output to printer. 
Tape, Disc, Screen, and the ability to design 
with cursor or Joystick 8 characters at once 
and move through a set of 256 characters. 
Saving these characters as a Binary or 
ASCII file or Loading part completed sets for 
redefining. Also a copy of Scribe 464 a 
printer in graphics mode, even the dismal 
DMPl on which this letter is written with 
(honestly). The program is supplied with 5 
character sets from Data type to Gothic and 
included is a routine to convert a character 
set defined with Print with use with Scribe 
464, There is also the ability to interface 
with Tasword 464 but unlike a Tasman^s 
program, the DMPl characters are normal 
height with a 60 chr widths Scribe 464 will 
allow up to 5 fonts in memory at any one 
time switching between fonts by one print 
command. 

S. Potter. 

Loud Bob Software 
39 Church Walk 
Brinsley 
Nottinghamshire 

Acvi We get a number of letters asking 
about foreign typefaces, and it seems as if 
Load Bob, alias S Potter, is able to solve 
these problems. 

Database 


records. It would be important to flag 
certain entries, such as sorting to find 
families with young children, widows, 
old-age pensioners etc etc. 

Could you please advise me whether a 
database would accommodate these needs ? 
Also is there any other equipment (apart 
from a printer) that [ would need ? 

BWood. 

Leigh on Sea, 

ACV: We're quite safe to recommend 
Masterfile as the definitive CPC464 
database program. Masterfile does all you 
seek, although as usual, we would 
recommend anyone with a serious 
application to use disc drives and not trust 
to the vagueries of cassette. 


Give it some rabbit 

I can thoroughly recommend to your 
readers the DKTronics speech synthesizer. 
The quality of the speech is quite 
remarkable even if it is somewhat oriental 
in intonation. Most importantlyj the 
software supplied gives it amazing 
versatility; I managed to get Arnold to say 

“supercalifrag.etc.” with startling 

clarity] However I must admit that the 
spoken program listings sound like 
^rboCroat. A great bonus is the ability of 
the device to reprcduce sound in stereo; this 
gives a quantum Leap in the er^oyment of 
using the CPC464, 

Not only is the CPC464 the best 
value-for*money on the market but so are 
its peripherals. 

DhPh Strihley 
Dunstable. 


1 have recently purchased your new 
Amstrad CPC4^ home computer and 1 
would like to say that I am very impressed 
with its design and also the enjoyment 
given to myself and my son and daughter. 

However, myjustifioation for purchasing a 
home computer goes beyond the ability of 
flying fighter planes, sailing submarines 
and managing football teams (although 
they are enjoyable and challenging). 

My wife is a Deaconess with the Church of 
England and she is currently connected 
wiA a local parish. It is my aim to 
computerise her parish records, currently 
kept on a cardex system. These cards 
contain names, addresses, ageSt details of 
the family, any remarks pertaining to 
church activities etc. 

1 would estimate that there are some 460 


Camping it up with 
Amstrad 

The idea of spending a week on an activity 
holiday devoted to mastering the use of 
microcomputers interests met and I wonder 
whether you are of any such holiday 
organiser who has chosen the CPC464 to be 
the computer one of the computers available 
as I would of course prefer to learn on a 
similar computer to my own. 

I would welcome an early reply in order 
that I can make a booking. 

KJackson 

Liverpool 

AcVi Seems like a good idea, any offers? 

Continued on page 13 
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Dear Amstrad 

If s good to see that more software is coming 
on the market which makes full use of the 
C PC464’e exceUen t capabi lities. 

One m^or critkism I have concerns the 
problem of addressing graphics symbols 
when using printers other than the I>MP-1. 
I have a CPA^SO which I consider to be 
superior in ever^^ way to the DM P-1 for text 
procjessing, but because of the 7-bit printer 
connection^ I am unable to address and print 
graphic and other characters above 
chr$(l27K 

I am sure that there must be a laa^e 
number of otherwise satisfied Amstrad 
users w^ho are faced with a similar problem, 
Are you intending to release details of a 
“fix’" to enable us to use our alternative 
printers to the full, or is there anyone ^'out 
there” who has already cracked the problem 
and is willing to share the solution via the 
letters page? 

A.K, Shardlow 
Birmingham ^ 

AcV; Msnyprinters sHow m^nipuiation of 
the eighth bit using an escape code sequence 
•check your handbook, Other remedies 
include a sejjaraie S hit interface - there 
isn’t any magic sped to conjure up the 
eighth hit with a POKE, since the 
limitation is in hardware not soil ware. 

Precision 

I have found that if you subtract a 2 fig 
decimal from a 2 fig number, the answer is 
always wrong e.g. PRINT 1645,51 answer 
0.489999998 is this a fault of the computer 
or am I doing something wrong. 

K Davies 

Cheshire 

KcO: Nope. Ws an artefact of the way the 
computer does its sums^ and emphasises 
that the handbook isn Y wasting space when 
it says the BASIC is accurate to 9 decimal 
places. Use a PRiYT USING format If 
you’re really bothered. 


Exhibitionism 


I am wanting to you after hearing that you 
are to stage a CPC464 exhibition at 
Olympia later this year. Firstly, this is 
fantastic news but, secondly^ why is 
admission to be restricted to over 16’s only? 
I am fourteen and extremely upset that I 
wn ] 1 not be able to get i n to see any of the ne w 
developments which I am sure will be 
present. 

Please tell me w^hy only over 16's will be 
admitted. 

Another point, when will S-a-side soccer be 
available? I understood the release date to 
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have been the end of’84 but I cannot find it 
anywhere. 

V. Merrell, Edmonton, N9. 

AcU; The plans for an Amstrad User 
exhj6jt/oji have been floating around for a 
while now hut not yet been finalised. If you 
would like one, write in and tell us what you 
would like to see there, where and when to 
hold it, and we shall see what can be done. 

The question of excluding under is 
unlikely to arise, since it is a restriction 
placed primanTy on trade exhibitions by 
such as the GLC who require different rules 
to be in force regarding fire exits etc. where 
a public exhibition is l^ingheld. 

Modem 


I am an information provider to Preatel and 
I have recently purchased an Amstrad 
CPC464. 

I am trying to find out what modem and 
communication software is available that 
will enable me to communicate with Prestel 
and other databases. Also as an information 
provides to Preatel I would like to know if 
there is any off line editing software 
available for the Amstrad. 

If you have any information or ideas on 
this I would be grateful if you oould let me 
know. 


R.W,Land 
Heme Hill 

AcU: Contact Tandata, who have been 
threatening to market just such products in 
conjunction with MMG consultants. 

Printer pointers 

I am thinking of buying a printer for my 
CPC464, please can you recommend one for 
me. ft must have the following: 

1) About £250 
3) Friction feed 

3) Can produce screen dumps & letter 
quality print out 4) Fonts can be 
en I urged or emphasised 

5) At leaist 50 c,p-S. 

S) Epson-Compatible 

7) Supported by most software (work on 
Tasword, Tasprint etc.) 

Can you also tell me what interface do I 
need and where can I get i t from. 

Lastly I am a draught enthusiast, I would 
like to know if there is a draught program 
available for the CPC464, 


S. Law 
Manchester 

AcU: The perennial printer question. The 
DA TAC Panthers are very good but slightly 
more than your budget allows. The Brother 
.M1009is also good, but withoutanNLQ 
mode. The Mannesman Ta lly is good, but no 


NLQ. 

Personally,. iveVf look for higher speed 
(89-130 cps) for draft modes because you’d 
be surprised just how tedious it can be 
waiting for the printer to catch up. 

Draughts anyone? (Didn’t tt'e publish a 
dra ugh tsprogram a heady?) 


Manchester Conspiracy 

We are a group of five Amstrad Computer 
Users who live close to each other and have 
been discussing whether to try and set up a 
local Amstrad Computer Users group. We 
have noticed that there happens to be rather 
a lot of Amstrad Computer Users in the 
North West, and quite a few Users under 1B. 
The idea is to pass on computer hints and 
Information. (Not to swap tapes and copy 
commercial software, of couree). Plus as 
much info on the latest software and 
hardware that becomes available to the 
Users. 

We have also been getting in touch with a 
lot of our local software and hardware 
stockists who have been giving us 
considerable help and would back our 
venture all the way. We have lots of ideas in 
the pipeline but before we can start to 
organise ourselves, we thought it best to 
write to you, 

We would like to know if it is possible to 
quote written work from your magazine 
that has anything to do with softhardware 
games for the Amstrad Computer in a 
weekly newsletter. We would be grateful if 
you could keep us in touch with all the latest 
news and releases of the Amstrad Computer 
Software. We also think that there is a lot of 
talent in the North west and would like to 
see our Amstrad Computer Users produce 
good programs. We are not asking for 
finance Just to be able to do something that 
we enjoy and could benefit. 

We are all unemployed and have had some 
time te learn on the computer and think if 
some of our ideas come about Tve may be able 
to pass on local info that might be of use to 
your magazine, Please try to help us with 
some advice on the best way to get our ideas 
working. 


C. Heyliger (and others), 
41 Millwall Close, 
Gorton, Manchester, MIS. 

Acu! Wii/i our limited resources, the best 
we can do h run a listing of local clubs and 
events in each issue of ACU. Local clubs 
tend to snowball once you have your first 
ten members, so it’s likely you will be 
besieged by other interested owners reading 
this letter. Start organising straight away. 

Keep us up to date with your events -and 
by all means make brief references to 
features we publish, but remember our job 
is encourage users to buy this magazine, not 
to provide content for other publishers. 
(CWTA please note!) 

I'm sure our advertisers won’t mind you 
u.s/fig their ads as freely as you like. 


ACU 
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REVIEW 



Let your Amstrad do the 

talking... 

by Peter Green 


Not so long ago, synthesized speech of any kind wasn’t really feasible, even on the largest of 
computers. The extraordinary speed of research and development in the computing and 
electronics field now makes speech commonplace, and almost trivial, even on the humble 
home micro. Everything you need can now be obtained on a single chip, the SP0256, 
costingjust a few pounds. 

All you have to do is interface the thing to the computer of your choice, amplify its output 
and hook up a speaker. Now two companies have done just that for the CPC464. 



I' ; 3^',,00 ^ 




DK’TRONICS SPEECH 
SYNTH 

First on the speech scene were 
peripheral experts DKTronica, whose 
speech synthesiser was announced a 
few months ago as being the first 
add-on for the Amstrad. Production 
seems to have lagged, though, and it is 
only now that their synth is becoming 




available. 

The main unit is a small charcoal box 
about four inches wide by three inches 
high and an inch-and-a-half thick. It 
plugs into the main expansion port on 
the back panel and has a through 
connector to allow the connection of 
other peripherals. The styling is 


excellent: the cross-section through the 
case is deeply angled so that it fits 
tightly against the contoured back of 
the 464, and the ventilating slots along 
the back of the computer are duplicated 
too. It looks more at home than 
Amstrad’s own peripherals, and 
doesn’t flex about in the same way as 
the floppy disc interface, despite the 
latter’s con toured ribs. 

The speech unit will also amplify the 
Amstrad’s own sound output, in true 
stereo. It obtains the signal via a jack 
which plugs into the socket next to the 
joystick port. The twin speakers, which 
appear to be car stereo types, plug in 
either side, and an overall volume 


control is provided* Stereo balance is 
factory-set, just as well since the 
balance test program in the manual 
doesn’t work. 

Connecting up the unit revealed two 
problems. First, unless you perform 


surgery, you can’t use the DK unit with 
the excellent Amor ROM board 
reviewed last month. This is because 
DK have fitted the polarising key to 
the connector, but Amor haven’t cut 
the corresponding slot in their board. 
And Amor’s board can't go in the back 
of the DK unit because it’s too deep. 
One solution is to pull out the 
polarising key with a pair of pliers, 


though this may cause the speech unit 
to slide along the edge connector and 
make poor connections. A better, 
though trickier, method is to get a fine 
hacksaw or fretsaw blade and cut a slot 
in Amor’s board in exactly the same 
place as the one on the Amstrad edge 
connector. 



Page 14 


Amstrad User July 85 
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The second problem ts that the DK 
unit draws a lot of extra current, I 
couldn^t use the unit and my floppy disc 
at the same time because the overload 
protection in the monitor shut down 
the power supply, Tm told that this 
only affects some Amstrads, but if 
you^re one of the unlucky ones 1 don't 
know what the solution is. 

The method of speech synthesis used 
by the SP0256 is allophone 
generation. Allophones are the 
phonetic building blocks of speech, the 
basic sounds that we string together to 
form words. Including a range of five 
pauses of various lengths, there are a 
total of 64 allophones. These are 
numbered, 0 to 63, so interfacing is 
simply a matter of providing a single 
I/O address for the chip. Speech is 
generated by writing a stream of single 
byies (the allophone code numbers) to 
the chips with handshaking via the 
same address. 



So, we need a little software to control 
the flow of allophone numbers to the 
chip, and a lot of software to control 
what's actually being sent. DKTronics 
supply this on a cassette as a set of 
KSXs (resident system extensions, or j 
commands), so the facilities can be 
used equally well ft*om BASIC or 
machine code. 

The software asks you where you wish 
it to be located: suitable addresses 
range from 1G384 to 39000. There is no 
default: you must type in a number. 



HIMEM is lowered and the KSXs 
installed above it. There are a total of 
six. 

The software uses two buffers: one to 
hold the words, the other to store the 
allophone data to be output under 
interrupts to the chip. ISPON and 
ISPOFT are used to turn the 
interrupts on and off: this merely halts 
the transmission of data, so the buffer 
contents are left intact and the last 
allophone will sound continuously, 
i PLUS kills the speech and flushes the 
buffers completely. 

If you are using the text-to-speech 
software, there are three modes, set by 
IOUTM plus a parameter. Mode 1 will 
only sound text which is in a PRINT 
statement and enclosed by ' marks 
(inside the normal " marks). Mode 2 
says all printouts including listings, 
error reports and Tteadif, but without 
the text appearing on the screen. Mode 
3 says everything and lets it appear on 
screen too. 

The speed of the speech can be 
controlled by I SPED (why all these 
abbreviations to four letters? An RSX 


at one speed, then swap to a new speed 
and send some other text, the speed 
command acta instantly and all the 
data in the buffer comes out at the 
second speed. 

The text-to-speech tables are good, 
but not infallible. In some cases you 
will want to send allophones directly to 
the chip to get exactly the right 
pronunciation, and the command for 
this is I FEED. To give you an idea of 
speech construction, the full table of 
allophones is provided plus a two-page 
dictionary. This has some really useful 
words, like bathe^ cookie, sweats and 
threaders. Some of them aren’t very 
good, either. DK suggest 16,7,7, 
52^19,43 for 'memories’, This comes out 
like ‘me-risB*. 1 played around and 
decided 16,7,7, 16,23,58,12,12,12,43 
sounded much better. 

Experiment a little: you'll find 
phonetic construction easy with a bit of 
practice. 


can have a command of any length). 
This doesn’t affect the actual pitch of 
the voice, merely the time taken to 
sound each allophone. The range is 0 to 
15, but only the smaller values are 
useful: at the slowest speeds, above 10, 
the allophones don’t flow together very 
well and the speech is harder to 
understand. 

Note that I SPED acts asynch¬ 
ronously with the data in the buffer: if 
you send some text to be said 


THE AMSTRAD SSAl 

Amstrad’s version cxjmes in a box very 
similar to the floppy disc interface 
moulding, except that it’s a couple of 
inches shorter. It plugged into my 
Amor board without difficulty and 
drew a small enough current to allow 
operation with the disc drive 
connected. 
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Apart from that, things are much the 
same as on the DKTronics unit. The 
internal stereo sound is fed into the 
unit via a jack plug from the sound 
port, and the twin speakers, again of 
car hi-f! design, plug in at either side. A 
master volume control is fitted on the 
right hand side. 

Again, only a single I/O address is 
required, but Finagle's Law dictates 
that Amstrad have chosen &FBEE 
while DKTronics use &FBFE. This 
might upset the software houses: if 
they write games with a speech option^ 
the soft ware has to muck about testing 
which port is In use and alter itself to 
suit. How about a bit more ccHoperation 
in future, guys? 

As always, the documentation that 
accompanies the hardware is a superb 
production number. Twenty A4 pages 
tell you everything you ever wanted to 
know about speech synthesis. 

Once again, control of the speech unit 
is made easier by a set of RSXs 
(completely relocatable) supplied on 
tape. It’s perhaps surprising that 
neither company included the software 



as external commands in a ROM, since 
that was the design philosophy behind 
peripheral handling on the Amstrad. 
DKTronics quoted lack of R & D time 
as the reason for their choice, while 
Amstrad said they did it to keep the 
price down. Fair enough, but once 
youVe tasted instant software on 
ROM, anything else is a bit of a 
let-down. 

Nevertheless, the RSXs total nine, 
and provide a pretty comprehensive 


selection, llie software occupies just 
over a kilobyte, compared to the 4K 
needed by DKTronics, as the SSAl 
uses a text-bo-speech algorithm (set of 
rules) rather than tables. This means it 
gets fooled on some everyday words, 
even if you try to help it out by altering 
the spelling. For example, to take leave 
of our editor a suitable phrase might be 
‘Goodbye Simon^ but this comes out as 
'gooo-dbee simmon\ ‘Guudbiii 
Seyemon’ is better, but as with the 
previous unit, sometimes the only 
answer is direct allophone generation. 
On the SSAl, this is done by 
IA PHONE. Text-to-speech can be 
performed using embedded ' marks in 
PRINT statements, though the syntax 
here is I ECHO plus a mode number for 
all text, listings only etc. I SAY allows 
text‘bo-speech without the hassle of 
including the reverse quoteSn 
The way in which text is spoken is 
rather better on the SSAl, in that 
numbers are spoken as we would 
pronounce them and not as single 
digits. For example, if a listing is being 
spoken aloud, the SSAl says ien' and 
‘twenty* for line numbers, whereas the 
DK unit says 'one zero' and Two zero*. 
Again, ISPONand ISPOFF enable 
and disable the interrupt-driven 
processing of the allophone data in the 
speech buffer. I QUIET is the 
command to flush the buffers and 
silence the chip. 

However, the Amstrad software also 
provides three extra commands for low 
level driving of the hardware. The first 
is I ROOM, which interrogates the 
system and tells you how many free 
locations there are in the allophone 
buffer, whether an allophone is being 
sounded, and whether the speech 
interrupts are active. ISPSTATUS is 
similar but only returns information 
about the hardware status of the chip 
itself. Finally 1 SPOUT is not a cue for 
the chip to talk incessantly, but sends 
allophones directly to the chip without 
passing through the buffer. You have 
to disable speech interrupts and 


control the handshaking yourself here. 

There are a lot of useful 
demonstration programs included, 
such as a BASIC speaking clock which 
announces the time every five seconds, 
and tips on how programs should test 
for the presence of either the hardware 
or the SSAl software. 

CONCLUSIONS 

As far as features go, there isn*t 
much to choose from between the 
units. The DK device has a better 
styling and appearance, and has a 
much bigger phonetic library. On the 
other hand, the SSAl has more 



commands and can provide a 
reasonably accurate text-to-speech 
conversion using less memory space, 
which could be critical on some of the 
largest commercial games. 

The actual sound of the speech has a 
different quality on the two systems, 
but it*s difficult to put into words 
exactly what this difference is, or 
which you might prefer. I think it only 
fair to point out that the chip has to do a 
lot of approximating to enable such a 
complex thing as speech to be 
duplicated at all, so neither 
synthesizer sounds any better than 
your average Dalek. 

1 think it will be some time before we 
find blind people programming on the 
Amstrad and having their listings read 
back to them coherently: the main 
problem is that syllables are all given 
equal emphasis. It*s surprising how 
difficult this can make comprehension. 
However, the units will allow an extra 
dimension to be given to games 
programs. 


ACU 
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PLEASE Starstrike(Amstrad) £6,95 
RUSH ME! □ Starstrike (Spectrum) £5.95 


Name 


Address 


ChequesiP, 0. s to : 

Reattfme Softwear, Prospect House^ 32 Sovofokin Street, Leeds LSI 4BT 


ECTRUW\ 48K 

£5.95 


★ STEREO SOUND 

★ FAST 3D GRAPHICS 

★ GREAT VALUE FOR MONEY 


Actual Screen Shots lAr 

























THE NEW AMSTRAD CPC 664 WITH BUILT-IN DISC DRIVE 



- AVAILABLE AT BOOTS ‘ COMET * CURRYS * DIXONS * GREENS * JOHN MENZIES ■ RUMBELOWS 






























THE LOW COST COMPUTER FOR HOME AND BUSINESS • 


WITH COLOUR MONJTOK AROUND 


If you know anything 
about computers youll 
know that clisc drives are 
up to fifty times faster 
than cassette when you're 
loading and saving 
programs. In fact, a 
disc drive makes 
computing faster, 
more reliable, more 
efficient and more 
fun. But up till now the - 
only way to gain these 
advantages for a home 
computer was to buy a 
separate disc drive 
attachment. Now Amstrad 
are pleased to announce 
the first complete home 
computer with built-in 
disc drive: The Amstrad 
CPC 664. 

And when you buy a 
CPC 664 you'll find it's not 
just the disc drive that's 
built-in, 

You1l get tvtry- 
thing you need, including a monitor 
(green screen or full colour). We'll 
even give you a free CPM and Logo 
disc, so all you do is plug in and The one thing you won't need 

a computer to work out is that the 
Amstrad CPC 664 


famous-name software 
houses. Few will cost 
you more than £49 and 
most will cost you con¬ 
siderably less. 

AN EXPANDING 
-SYSTEM- 


WITH GREEM SCREEN AROUND 


£339 


There is a com¬ 
plete range of 
peripherals avail- 

_ able to CPC 664 users 

which plug directly into 
the built-in interfaces. 

These include a joy¬ 
stick, additional disc drive 
{to double your on-line 
storage) and the Amstrad 
DMP-1 dot-matrix printer. 
(There's also a cassette 
interface so that you can 
use CPC 464 programs 
on tape). And there are 
many more peripherals from 
Amstrad and other manu¬ 
facturers which can be used 
to enhance the CPC 664, 


HIGH PERFORMANCE 
-LOW COST- 


you're in business, 

BUSINESS OR 
-PLEASURE- 

Although a disc drive 
will make games more fun 
(and there are loads of 
them to choose from) it 
also makes the CPC 664 
a serious proposition for 
the business user. 

There are accounting, 
word- 
processing, 
spread-sheet 
and data¬ 
base pro¬ 
grams (to 
name but 
a few). 

The CPC 
664 is also 
supplied with 
CP/M* to help 
make your 
business more efficient and effec¬ 
tive by providing access to the 
famous range of CP/M* software. 


Wordproizessliig with Ainswo-rd 
can imprcrvie Ihe prcKluctivity 
of e^ieryci'ne frpin vnskilled 
typist to trained sectietary. 
Around £ 2 ^. 9 ^. 


represents outstand¬ 
ing value for money. 

You only have to 
check the cost of 
buying all the ele¬ 
ments separately (64K 
computer, disc-drive, 
monitor) to realise 
that the Amstrad 
package is very 
hard to beat. 


Aiiisoft Duftliijess Control, Is a 
uomplute Suite; of pro^^ams 
tor integrated sales invoicing, 
control and sales ledger 
for artpund iL^f^-TReciuires an 
□dditiona] >11-1 di^ic drive 
around and HIcable 
around £7i. 


With a green screen 
monitor the cost is 
just £339. With a 
full colour screen it 
costs £449. And 
you've saved money on 
the price of the computer 
itself, you go on saving 
on the price of software. 

There are hundreds 
of programs for business 
or pleasure available 
on disc (and cassette) to 
CPC 664 users. Many from 
Amsoft, others from other 


— - AMSTRAD USER CLUB • - 

Join the optional Amstrad 
User Club 
and we'll keep 
you informed 
with our 
monthly user 
magazine, 
and infor¬ 
mation on all 
software as it 
is introduced. 

Your member¬ 
ship details 

will be recorded on your 
personal club card, which 
entities members to various 
and offers. 

me more infonnation 


Fig>jr« analyslfi made ea.^'y 
with MicrASpread. An t« 
ufie itptiiadNheet with puU- 
dciwn menus and a wide range 
of mathematical options. 
j\round £43. 


Name-^ 

Address 


CPC 664 


RO. Box 462, Brentwood, Essex CM 14 4EE_| 

’CP/M ni.i rr.ndtmjrk nFnigiijJ flr^rarttl lUC 


SPECTRUM • W.H.SMITH • WIGFAI.LS • AND GOOD INDEPENDENT COMPUTER STORES • 























































Beat the Clock. 


P. rstiau." 

LOCATE 14,21 :PEH 3:Pfillvr "L6ADJM£ .. 


Loader Program, 

S«ave this on the tape before the main 
program, 

10 HER ''APtSOFT" L060 
2B bEflHT a-£:{PEED tHE 40,10 
30 titL«J=''Beit the Circle'' 


lit «aT0 560 

ni RGAO t = 0 THEN RETURN 

at IF t'1 THEN mUR ELSE HOVER x,y 
?50 ftOTU ^30 
260 REN ''A" 

?70 &ATA L-41,0,2,0,2,1,41+0,2,2,2,1,-4 
l,0,?,»,2,1,41,0,2,-3,2 


Aa promised in an early edition of CPC464 
User here is the listing of the prize-winning 
^eat the Clock’ program. 

The game is a croBS between a word game 
and a race against time. You are given a set 
of letters and have to make as many words 
as possible within the given time. Full 
instmetionB are included in the program. 
The game turns the screen black whilst it 
sets some things up so don’t be alarmed. It 
would be impossible for the program to 
know all the words in the English language, 
even if it did it would be a pain to have to 
type them allm to the program. This means 
that you have to be honest and only offer it 
valid words. No cheating now! 


40 INK «,0:INK 1,24,0:INK 2,0:IHK 3,0 
50 PAPER 0:PEN liBORIPEfl 0,0:HObE 1 
60 LOCATE 1S,?1:PRINT ‘‘Pleiae 
70 PLOT 160,240,2:6CSUB 230:RESTORE 
30 PLOT 158,294,3:GUSUe 230 
90 chirs=LEN<titleS):piKt'U=c:h«r'S*B 
10« x=<639-chflrs*321/J 
110 LOCATE I^UPEN JePBIHT titUS;:PEM T 
120 tx=A:y=220:y2=39S 
130 fOR f=1 to Su^^tFO-R g=l TO pixels 
140 IF 7EST(A2,y2)=? THEN PLOT K,y,2:PL 
or A,y-2i?L(]t x+J^ysPLOT x*2,y-? 

I5i *-k*4:*2=kZ*2 

160 HEAT g:yiy-4:y2sy2-2:K-tx?HEXT f 
170 LOCATE IJrPRlNT SPACES!c1 
130 INiC 1,6,6:INK Z^f/^iLNK 3,19,19 
190 LOCATE 17,10;PRI*IT "PRESENTS'"; 

200 LOCATE 9,16^PnlNt iyf 


280 RATA 1,34,70,2,2,0,1,-34,-70,2,2,0,1 
,34,70,2,2,0,1,-34,-70,2,30,72 
290 BATA 1,47,0,2,0,2,1,-47,0,2,2,2,1,47 
,0,2,0,2,1,-47,0,2,37,-8 
300 BATA 1,-34,-70,2,2,0,1,34,70,2,2,0,1 
,-34,-70,2,2,0,1,34,70,2,-5?,-3a 
310 DATA 1,32,0,2,0,2,1,-32,0,2,2,2,1,12 
,0,2,0,2,1,-32,0,2,12,-46 
320 REN 

330 BATA 1,30,0,2,0,2,1,-31,0,2,2,2,1,30 
,0,2,0,2,1,-30,0,2,25,2 
340 BATA 1,IS,38,2,2,0,1,-IS,-36,2,2,0,1 
,16,30,2,2,0,1,-18,-38,2,12,^4 
350 BATA 1,0,-12,2,2,0,1,0,36,2,2,4,1,1, 
-40,2,0,1,0,44,2,1,-36 
360 JATA 1,39,39,2,0,-2,1,-39,-39,2,0,-2 
,1,57,37,2,0,-2,1,-37,-37,2,20,6 
370 DATA 1,16,38,2,2,0,1,-18,-30,2,2,0,1 
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!4a REPt "S'' 

390 t?*TA 

,#,2,0,£J,-57,0,2,5t,£ 

4#0 HU uiaaaa.^.-^aaaa.^aa. 
2,#,2,l,-7,0,?,2,2,l,7,0j.2,0,2,1,“7, 
0.2.9.? 

(II DU* 1,‘29,0,2,0,2,1,29^0,2,2,2,1,-2 
9,I,2,1,2,1.29,0.2.-27,2 
(?» &tTA 1,7,0,?,#,2,1,-2,0,?,?,2,1,7,I, 
?.#,?,1,-7,0.2,2,?,1,7,0,?,#,?,1.-7, 

0 , 2 , 2,2 

(3ft BATA 1,29,0,2,ft,2,1,-29,0,2,2,2,1,29 
,0,2,0,2.1,-29.1,2.46.-8 
(4ft REM "O'' 

45ft BATA 1.-TS.-3#,2,?.0.1,l5.1#,2.?.«,t 
,-13,-3ft,2,2,«,t,13,31,2,-25,-38 
46ft BATA 1,29,0.2.ft,2.1.-29.0.2,2,2.1.?9 
,0,2,0,2,T,-29,1,2,39,3? 

47ft BATA 1,-15,-Jft,2,2.fl,l,15,38,2,2,a,f 
,-15,-38,2,2.«,1,15.3ft,2.-27,2 
(0ft REH "T' 

(9# BATA 1,117,0,?,0,?,1.-T17,ft,?,?,?,!, 
1ir,0,?,|,2,1,-1t7,|,2,63.J? 

5«ft BATA 1,-39,-7ft,2,2,8,1,39,7fi,2,2,ft,1 
.-39.-78,2.2.ft,T,39,7ft.2.-4,2 
510 BATA 1.?9.0.?.0.2.1.’-29,0,?,2,2,1,29 
,#,?,0,2,T,-29,0,2,4«,0 
52ft AEN "T" 

SJft DATA t,-39.-7ft.?.?,#,1.39,76,:,?,0,1 
.-59.-76,?,2.0.1,39.78,?.-49.-8ft 
54# HATl 1,69,ft,?,ft,2,1,-69,1,2,2,3,1,69 
,0,2.ft,2,1,-69,ft 
550 BATA 1,0.8 
568 AUN ''!cLock2.Lis" 

Thi^ the main prtTgram. Type it ia and 
SAVE'[dock2,lis’ 

II 6DTO 161 

21 17 el1i = 366 THEN RETEIRH 
5ft ORIftIN 451.130 

4# actioslN(i:tt-20)*?ft:ocy1-COStcIk-?0)* 

20 

5ft aci2-SlN(cU?»50:ocy2EC4SCi; Lk^Se 
6# &c)r5=SlN(cU^^20J*?ft:ecr3=eOS(clk+20>* 

20 

7ft CALL t8Bl9 

ft# BRAW CKl,i:y1,?:tRAiP cj 2.cy?:lJRAW ori. 
CylEBAAU 8.0 

91 BRAV aci1,Qcy1,1:BRAU «cx2,d{r2:DRAV 
ocx3.acy3;BRAV 0.0 

100 IF tA-1 THEN U-0:SOUAB 4.100,1.7.,2 
ELSE tk=1:SftUNB 4.7|,1,7,.,2 
T10 C!(1=(5Cii1:e>'1*&cy1n:x2=acx23cy2”QC)H2i 
c!i3-cic*3: cyS'OCTi 
120 (:1k=cLt46 
130 PLOT 6«».40ft.2 
140 ftflieiM dK,ciy 
150 RETURN 

160 BESlAOBE 1!INK 0,|;PAPER ItlNiC l.ft^I 
HK 2,0!lNK 3,0:PEN 1 iBdRBEA 0 
I7i BEFINT A-Z 
16ft OATOTM 0.0 
198 TASiPLCTT 4ft|,60ft.2 
20« PLOT 200.397:PftHfT"BEAT tiid CLOCIfj 
218 H&VE 200,3ft1;PRIilT STfilNftSf 14.20B>; 

220 TASOFF 

25ft PR|NT:PRINT^PRIftT:PRINT'' A giir of s 
k-i U and fun f^r «1[ the '^CIRtUft) 
■'faiiUy. 1 Id ft pUyfrs with pro^res 
«in5''CHRif 101"ft1ffltulty as tJie ■jait 
proceeds." 

2 4ft PRI8T J PRIH T'“ BiSign i CPdSSyoi'd MS in 
g the 13 r4nd«ft''CHR3(18>" Lftt^rs, B 
ut";:PEN 3:PRlNT"HTlBeT"; jPEft 1:PflINT 
ypur til? is [runnin'(i'‘'CHRi(10)!''gut 


241 STOP 

?S# ORUjIlf 328,86 

26ft E0SU8 (60 

??# ftfiiftiK 0,8 

2Bft FOR t=T8 T8 170 STEP ( 

29ft NOVE 0.1^BRAU 240,4,7 
30ft FOR j = 2 TO 40 STEP 2:1F I'ESTE 250*j.i 
H>0 THEN 320 
31ft PLOT 2(0tj.i.2:IEKT 
32ft NEXT 

53ft FOR 1^16 TO 170 STEP 4 
34ft HOVE ft39,i^DRAU 420,1,1 
35ft FOR i=41B TO 3Bfl STEP -2:1F TESTEj-1 
ft,i)o| THEN 37ft 
368 PLOT 
378 NEXT 

36ft HOVE #,174 eBEAU 639,174,3 
398 HOVE ft,0:BRAN 0,399:BAAU 639,399:BRA 
N 639.ft;BRAV 0.ft 

40ft INK 1,|jJNE 2,2ft±INK: 3.1I:INK ft,U:B 
ftNDER 14 

418 dx=32@:ay=B6 
42ft ftAUIft 328,86 
43ft HOVE #.0 

44ft ' FOR 1=1 TO 61teCl5V0 (ftiFQR dd = 1 T 
ft 100 ±NEXTeVEXT 
45ft dotft B18 

46ft FOR 1 = 0 TO B:N0VE -((ftt-U,-156-IS 
47ft BRAft -(5#+rJ.-66.?jHEXr 
46ft NOVE -58,54:Ffte i=8 to 6 step 2:brav 
-( 36*i>,64,2:AOtfE “C48+iS,54iN£XT 
49ft FOR 1=1 TO 18ft STEP 2 
5ftft K'SlNCD^dOiT^COSfD^OB 
51# PLOT X.f.K 

52ft ORAVA 28.0.1 iPLOTR ?.0.?;PIOVE R.V 
53ft X = SIIt<-I>*66:Y-C05f-n*66 
54ft DRAW X,y.2jPLOTR -2,0.1 
55« NEXT 

56ft PLOT -64.22.1iPL0TR 2.0:BAAUR i26.«. 

2:BAAUR I8.0.1:PLOTA ?.#.? 

57# PLOT -66,4,1 !PL0-tR 2,0: BEAUR 13(,0, 
2:BftAyR ia,0,1:PLOTA 2.ft,2 
5B0 PLOT -6B,-(.1:PL0TR 2,0:BAAyR 134.0, 
2:BAAyR 18.0.1;PLOTA ?.ft.2 
S9ft PLOT -64,-?2,ltPlOTfi 2,ftiBRAyR t?6,ft 
,2:BEAyR 10,8,1:PLftTR 2,1.? 

600 FOR 1=0 TO B 
61ft NOVE 46^.-5641 
628 tRAV 56^1,-66,2 
630 NEXT 

64ft FOR 1=0 TO 36ft STEP 30 

65ft x = SINf1J*5(:y=C0SIiM54 

66# PLOT i.y.1 

67# i! = SlNCi)'*62:y'COS<i>*62 

6S« DRAW x.y 

69# NEXT 

70# lOVE 45,S( 

71# FOR 1=0 TO 6 STEP 2:6RAy (5*i,6(,2:M 
OVE 47^►^,54:«EK1 
72# FOR 1=1 TO 18# STEP S 
75ft XJ:SlN(i)Tk10:y»CQSf13*10 
74ft NOVE 42,7(:PLOTA x,y:DRAVR 6,# 

75« x = SINCtM80}*10:y=COSCiH80S*10 
76# NOVE -36.7(:PL0TR K,y:BtAyR -6.0 
77# NEXT 

76ft FOR 1=0 TO 4 

79# NOVE 46,80+1:BRAyR -g8,#:NEXT 
BftI RETURN 
61» SOTO 96# 

6?# IF clk-J66 THEN RETURN 
B3| ORIOIN 430,15# 

640 ciC!!t = SIl({tlt-20)*?#:cicyl=COSfclk-20) 
+ 20 

BS0 ac!i2 = SlNULk)*50iDcy2=TQStcLkH50 
B60 oci!3 = SIltfclk+201+?0:ocy3=CD5((lkt?ft> 

+20 

870 CiLl 65ti19 

860 BRAN ci!l.ty1.2:BRAW ex?.cy2:BAAy cx3 


.cy3:PRAtf 0.8 

69# BRAV ociil.ocyl.tiBRAy oc!j2,acy2:&AAy 
«cx3.ccy3:BRAy 0,ft 

9## IF tA=1 THEN lk=0:SOUNB 4.108,1.7,,2 
ELSE tk=1:SOUNB 4.70,1.7.,.2 
910 qxl=pe*l:cy1-(>cy1:cx2=oi:xZ:ey2=acy2: 

c!(3=oeii3:cy3=QcyI 
920 clk=clk+6 
930 PLOT 6«#,408,2 
940 ORISIN ax.ay 
950 RETURN 
960 BEFI8T a-f 
970 BEFREAL C,0 
980 EVERT 50,2 OOSUft 840 
990 ax=32#ioy^86 
T008 ORIOIN 32ft,86 
1010 PtOVE 0,0 

1028 PAPER IeLOLAIE 15.?STPRlNr' 

"iPAPEft 0 

103# ‘fOfi 1=1 TO it:G0SUB 40:FOA dd=l T 
D 100:NEIT;NEXT 

104# LOCATE 2,20:PIHHI CURS(?2);"1:PEN 
3:PftHlT"l=iftstfiJCHpn5 
S=stapt";£HRSt22J?"0" 

1«50 IHA 3,20,10 

1«60 aS=lNt(ETS:lF aS="” THEN 1060 
1ft65 IF 11="?" OR iJ-^S" THEN SOUNB 1.20 
.20,7:6010 109# 

1#70 IF at=''i" OR ai-'l" THEN SDUHB l.?0 
.20,7:0070 5110 
1#80 6070 1ft60 

1890 80ABER 0:1NK 3,25:yiNB0y 1,48.1,14: 
PAPER 1:CLS:PAPEA 0 

1100 BI:0RI8IN 0.0:FOA 1=76 TO 100 STEP 
4tI 0VE 10.1:BRAV 240.f.2:IOVE 1ft.i+ 
?:fiRAy 2t0,i+2,ft:NOVE 421,1:BRAW 60 
0.1,1:HOVE 428.14?:BRAV 600,1+2.I:N 
EA7:0RI£1N 32»,86:EI 

11T0 LOCATE t.1:PAPEft 1:PEH 2:PRJNT TAB( 
13);"BEA7 the CLOCK'':PRINT TAB(13S; 
STElNGif 14,208)' 

1120 PR1NT:PAINT'' Muaber of ^Layers 1 to 
8 

1130 a8=1NKETt:lF a»="- THEN 1130 
1135 IF IHEK 1130 

1140 r!i|>L = VAL(aS) :IF npL<1 OR npL^i THEN 
1130 

1150 PAINT al 

1160 LOCATE 1,5 

1170 FOR t=5 TO 6-rtpl STEP -1 

1180 LOCATE 1,5*(5-1 IlPRiKr'PLaypr* ''-6-1 

r 

1190 ' 

1200 jS=INNiTi: IF THEN 128ft 

1210 IF aS=CNRtC127) THEN 1270 
1220 IF aS=CHRSC13) THEN 1300 
1230 aS=L0WERS{9t) 

1248 pLtn) = pLS{t) + aS 
1258 PRINT aS; 

1268 EOT# 1298 

127# PRINT CHR$C8)" ";CHAtfS); 

126# pU(i)=LEFT$(FFLtCi),LEN(pLS(1 )0-1) 
129# EOTO 1190 
130« NEXT 

131ft PRIHT:PRIHT'" Target scare fS|0 Naxt 

j 

132ft BL=ft: FR=8tOOSUEI 1350; A=VR L(At) ; I F 
A>5 THEN 1320 ELSE PRINT ASj:FR=1 
133ft RL=#:E0SU8 1350:IF BL=1 THEN 1320 
Else b=val(aS):PRINT At; 

134ft OOSOB 1350:17 BL=1 THEN 1330 ELSE 
C=VALfAt) ePSInT Atj 
1343 AS = ]NKEir*:lF AS = "" THEN U43 

1345 IF At = CllASf13) THEN 1553 

1346 IF At = CHflS(127) THEN PRINT CHRSCB)" 

'';CHRt{8);:GOTO 1340 
134? GOTO 1343 

1350 Ai=iNKEyJ:lF Ai='''' THEN 1350 
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LISTING 



15^1 JF J)3 = CHII'$(T27} J(ND Fll>e THEk PAIN 
FthrKS)"- :IH.= T;RETUBN 

1352 IF Ascai)<48 U AS(r(Ail>57 TJIEN 13 
S« ELSE BETURN 

1353 rf^S = A^^1(^0 + 0*10’^^ 

1354 IF TRS> 500 THEN PRUtT CHRtI4]-CHRl( 
4);CHP3(a);" '’;CHflSfS);C«(lStB); C 
}fRS{6);CHR((&); :GOTO 13?0 

1360 EVERY 30,? EQSUS 5020 
137# BORE liIBK. 0,0!ll(r 1,0:IHK 2,fl:lNK 
3 ,# 

OATA HNETB&,AliJENR,VUOCNR^lR&£TS,UA 
Em,Pll6UIE,rflJ*E)By,SAJiSeif^GAIFLQ,HA 
rESL*OS6UhN,ZE£FAj,ELORTi 
1190 RATA 521221,13612?,A3U2£,?^312?,41 
1342,434321,4U334,2ta*l4,41242e,31 
2122,124352,914412,1212?? 

UM DATA 1,4,4,3,1,4,4,3,2,6,5,2,3,2,1, 
4,4,2,2,2,3,4,4,I,4,9 
T41S EHV 1,1,15,15,15,-1,3 
1420- EBT 1,0,#,25,12,-1,2 
1 430 RIB t.S03J,V$(T3J,fil(U,l4J,Vf26) 
1440 FOR l-t TO 14:F0A TD 12;S$n,J] 
=" "iBElTiHEXT 
1450 NPER 0:PEN 1 
U6fl FOR 1=1 70 f3:READ Lt(J):N£AT 
U7# FOR 1=1 TO 13:READ VS£l>:NE!fT 
FOR 1 = 1 TO 26:REA& V(J)tNEXT 
149# PRIlfT" BEAT TH£ CLOCK :PEN 

2:PIIINT''?liyfP5 Scflre'':PEN 1 

150-# REO!pL = 3 

1510 Tin=100 

1320 «05UB 3«10 

1530 OOSUB 3710 

1540 OOSUB 3340 

1550 OOSUB 3220 

1560 EVERT #,2 fiOSUB 502# 

1 570 INK «,l4:SOliND 1,20,50,#,1 :FOR 1=1 
To 1#0'0;NEAT 

1500 INK 1,0:3OI)HR 1,20,50,0,1 ;FOR 1 = 1 T 
0 1000;NEVT 

159# JNK 2,26iSClUI1R 1,20,50,0,1 :F0ft 1 = 1 
TO 1000:lilE)(T 

1600 INK 3,13:S0UMD 1,?0,30,0,1;FOR L=1 
TO 1000:NEXT 

1610 BORDER UiSOOND 1,20,50,0,1;FOB 1=1 
TO ^0t0:NEKT 

1 620 TAGiPLOT 600,400,2:BIOVE 32,100:PflIN 
T UPPEBt<piSC5>lj 
1630 i(;lK-0:GOSUB 820 

1640 TAGOFFiLOCATE 1,20:F»EN IsPRINT" SPA 
CEBAR to PLAT":PE0 2 
165# IF iNKEm^” " THEN 1650 
1660 LOCATE 1,20:PBINr' 

":TAG 

1670 OOSUB 3060 

1680 cEt(=0;ORiGIH 103,2B:e>K = 10A:Dp2B 
1690 TAGOIF 

1700 EVERT T1B,1 GO3O0 020 
1710 s5=""3Pp=0 

1720 ORIGIN 103,28:{n = l0l:o^«2S 
1730 PE0 1 

1740 LOCATE 1,20:PRINT" ENTER":PUlNT*' yO 
RR->“ 

1750 PEN 2 

1760 A(=INKETS:1F clK=366 THEN 3930 ELSE 
IF A(f’'" then 1760 

1770 IF AS=^'a” THEN CLK = 360:GOTa 1760 
17B0 IF si-" " TtffN LOCATE pp-^3,^1 JPRlBl 
"f'tOpspptlJsI-sS*'^ "iGOTO 1760 
1790 IF aS = CHRl(16) AND fi5 = ''" THEN GOSUB 
2040:GOTO 172# 

1000 IF AS=CHflStl3I ANR SS^"" THEN SOUND 
1,40,50,7;GOTO 2120 

1810 IF A1=C0RSC1271 AN9 pp>0 THEN GOSUS 
19a0ESOgND 1,400,20,73GOTO 1?60 
1820 AS=UPPER(tAl) 


1330 IF ASCtAJH65 OR ASCCA()>90 THEN 17 

60 

1840 IF |N5TB(UL$,AS)=0 THEN 176# 

1850 LOCATE S*PP,21;PRINT A3 
1861 £S=5l4a$ 

IB70 pp=pp4l 

1M0 p = lNSTRlvC3,3$I 

1890 BIDlfhill,p,1)='' 

1900 RI 

1910 PLOT 600,400,1 

1920 SOUNR 1,40,30,0,1 

1930 lAGlHOVE p*3S,0^PRIHT at; 

1940 MOVE p*36,26:P|TlNT f»lDS(vS,p,n; 
1950 TAGOFf 
I960 El 

1970 GOTO 1760 

19B0 TAGOFFjpp-pp-1 iLOCATE pp+-6,2l :PfiJNT 
" 'MOCATE ppH,21 
1990 at^#IGHTtIsS,1) 

?00& FOR 1=1 TO 13 

20T0 IF MlRJ(yt,i,1)=flS ANR MJRtUlt,i,t 
THE# «lDt(uIt,i,1)=al:GOTO 20 
30 

2020 NEIT 

2030 PLOT 600,400,2 
2040 DI 
2050 TAG 

2060 MOVE it>r3a,B;pR]HT at; 

2070 MOVE t*3S,26iPRIHT B1Rlfvt,i,1); 

2080 $t=BIRlT»t,1,LE;N{st?-1I 

2090 TAGDFF 

2T00 EL 

2110 BETURN 

2120 ' 

2130 i=0t/=0 
2140 PER 1 

215# LOCATE 1,20ePEN 1:PRrNT’'POSIT10N":P 
RIHT"CUBSOR" 

2160 IF S0CL=1 THEN LOCATE 10,20tPEN 2:P 
RINT"R''J !PEH 1 :PBINT''=1)EL£TE":L0CAT 
E 10,21:PEII 2:PAINT''#";:PER IsPftiNt 
■' = ESCIT" 

2170 ORIGIN 16,12B 
2180 o*sl6:o^=12S 
2190 PLOT 600,400,2 
2200 TAG 

2210 DUBOVE X*22,T*22 
2220 IF CH=1 THE# CH=#:PRINT GtCK+T,T£lJ 
; ELSE CH = 1:PRI1IT CHRf(233); 

??30 El 
7240 ' 

2250 FDR 1=1 TO 40 

2260 At=lHKETt 

2270 IF AS<>"" THEM 231# 

2280 IF cli( = 366 AMR ch=# THEN 3930 
229# NEXT 
2300 GOTO 2210 

2310 SOUND 1,300,2,S:RI;HOVE X*2?,Y^22eP 
RINT G${I*1,Tt1);jEI 

2320 IF At=CNRt<13) KHb sbcl=0 THEN SOUN 
a 1,20,7:GOTO 2400 

2330 IF IA1="D" OR At="d'') AND sbtL = 1 TH 
EN SOUND 1,100,20,7:RE7URN 
7340 If i5 = "a" AND stnjL = l THEN RITURN 
2350 IF a1sCHR 1(243) THE# I=Ifl:If %>U 
THE# 1=0:GOTO 2210 

236# IF AS=CHFlS(24?> THEN A<0 T 

HEN X=11:GOTO 2210 

2370 IF At=£ttRI(24r3 THSN r=T-1:IF Y<0 T 
MEN T=1T:GOTO 2210 

2380 IF At=CHRt[?40) THEN T^Y+llIF T^ll 
THEN Y=0:GOTO 2710 
2390 GOTO 7210 

2400 TAGOFFiLOCATE 1,20:PEH 2:PRINT"A";: 

FEN 1:PRlllT"crcs* "■ 

2410 PEN 2:PR1NT''R"ePEH 1;PRlNT''oyn '' 

24?0 at=INKEYl 

243# IF cLk=166 THEN 3930 


2440 AS>UPPERl(aS) 

2450 IF aS<>"A“ AND ato"!!'' THEN 242# 
2460 SOUND 1,30,20,7 
2470 >:1=)(*1 :v1=y+-l:Qfc=0 
2480 FOB i=1 TO LENiUI 
7490 IF BIRlUt,i ,13=" " ANR gj£*1,yn='' 
'■ THEN GOTO 26#0 
2500 IF MlDlCst,i,1)<>" " AND 
>" " THEN GOTO 2600 

2510 If at="‘A" THEN IF gt(x 1 ,y1-1)<>" " 
OR flJ{)(1,yT4l)o" tuen ck=1 
252# IF al^"R’' THE# IF ftCJt 1-1 ,yt■" 
OR gJ£i1 + 1i,y1}<>" " THEN &le=1 
2530 IF aS="A'' THEN Kl-)iT+l:IF >;1>13 THE 
N 2600 

2540 IF aS="D" THEN r1=y1-1:IF y1<# THEN 
2600 
2550 NEXT 

2560 IF At-''A" THE# IF Gt(I,Y4l)<?" ’■ OR 
GSClfLEN(St)4l ,T*1)0" “ THEN aK = 1 
2570 IF A1="0" THEN If Ot(X4l ,rt2)<>" " 
OR Gt(Xt1^r-(LENtSt>-Tn<>'' " THEN 
011 = 1 

25B0 IF 4>k=1 THEN 2660 

2590 IF al(=0 ANR ft=0 THEN 2680 

2640 ^ 

2610 L=LEN(3$) 

2620 FOR d=l TD L 

7630 TAGOrF;ORlGlH 10S,78 

7640 <i-t=108:oy = ?fl 

2650 GOtUS I960 

266# NEXT 

267# GOTO 1690 

2680 PLOT 600,400,2 

2690 TAG 

27»0 RI 

2710 !(1 = x*1 ;y1=y*1 
2720 FOR i-i TO LENUS] 

2730 IF RIRlUt,i,l)=" " THEN 2760 
2740 MOVE )(*22,y*22!PRIHT PUDtlst,i, 15; 
275# gtI»+1,yt1)=HlDt<5l,i,1J 
276# If al="A'' THEN a=!!4l elSE y=y-1 
2770 NElfT 
2780 El 

2790 tAGOFF:LOCATE 8,21:PfilHT" 

■I 

28»0 ft=1 

2810 OBIGIN 10S,2B 
2820 flK=l08joy=2B 
2830 GOTO 1710 
2840 ' 

285# filiPLOT 600,400,2:TAGOFf 
286# sbd=1:GOSUB 2150;5bcl^0 
287# IF al="a-' THEN 3010 
288# TAG 

2890 IF g3(j4l,y4l)=" " THEN 2850 
29#0 HOVE K*22,y*22iPmNT'' 

2910 OBIGIN 108,2B 
2920 FOR 1=1 TO 13 

2930 IF hIRt{yS,i,1)=gtI*fl,yf13 A#D BID 
llylt,i,n='' THEN 29S0 
2940 NEXT 

7950 BI0t(yLt,i,n=gSC!i4l,y4l) 

296# BOVE i*3B,0:PRlNT gi(]s*1,y4l).; 

297# BOVE i*38,26:PRINT MlDtCi^l,i ,1); 

298# gSC)!4l,yf1>='^ 

299# TAGOFF 
3000 GOTO 2S6# 

3010 TAGOFf 

3020 LOCATE l,20:PRlNT" 

3030 PRINT" " 

3#40 EL 

3058 RETURN 

3068 ORIGIN 106,28 

307# ciy^l#a:oy = ?8 

308# yt='''';HLt="":vt=''" 

3090 FOB 1=1 TO 13 
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LISTING I 


Jiaa F^R j = i RND^i0f6 

3Tli L=L+1:1F L>6 IHEN L=1 

lt20 HOVE In3e^0jPft|NT NISICLit I)1>; 

3^0 SOUND 

3U0 NEXT 

3tS0 vi=w$ + NlDi<13(n^Lyt) 

3^fi0 HOVE I*30^?AJPR!NT HIPttVttI),L,1)J 
3f70 ■MJ = vi + Mlet(vl(i3,lJ) 

31S0 SOUND 
3190 VtiiT 
3200 VLS=Ui 
3210 RETURtI 

3220 TA0:0R]CIN 320,2B9,0,63$,400^0 
3230 PLOT 600,4ee,2 
32^0 FOR i=10 TO 12-ripl*2 STEP -2 
3230 KOVE 0,i*t0 

3240 PRIHT *03(1/2-63;'' "; :R0VE 

23#,1*10;PRIltT" 

3270 nOVE 0,1^10t?iDIIAVft 204,0,1 ;SRAVK 0 
,-14:t)R*Wfl-204,0:DftAyR 0,1BtH[3tfE 22 
S,i^10+2;DRAyfl S2,e:bRRNR 0,-1B:t)R* 
NR -32,#:DR*WR 0,1S:PLOT 6fli,4«0,2 
3240 PLOT 6fl«,i00,t:P1OVE 32,i*1fl:PRlltT p 
Lt(i/2);jPLDr 600,400,2 
5290 NEAT 

3300 HOVE 10,i*10-6:PRlNT"TARGET SCORE 
'‘;TEe; 

5310 L^LENtSTBJCtrglS 
3320 HOVE 8,i*10-4-iBR*VR 242+1 + 16,0,1:Dfl 
AVP 0,'le:ORAyR '(242K+U3,0;DRAVR 
«,18 
3330 RETURN 
3340 ' 

3350 ORIGIN 450,130,0,439,0,3$$ 

3360 FOR 1=0 fO &:H0VE -C40+i),-(54-i) 
3370 DRAN -(504n,-66,2jNEAT 
3380 HOVE -3S,54:F0R i=0 TO 6 STEP 2:DRA 
V -(36+i3,64,2:HOVE -(40+i3,S4:NEAT 
3390 FOR 1=1 TO 180 STEP 2 
3400 A=SIN(l3*66,-V^C0Sfn*46 
3410 PLOT 1,T,H 

3420 DRAUR 20,0,f:PLOTR 2,0,2iHQVE X,T 
3430 X=SIN(-])*66:1f=C0SC-IJ*64 
3440 DRAU X,T,2^PL0TR -2,0,1 
3450 HEJtr 

3460 PLOT -64,22,1 IPLOTR 2,0lDRAWfl 124,0 
,2:0RAyR la,0,l:PLOTR 2,0,2 
3470 PLOT -68,4,1 jPLOTR 2,0: tRAltR 154,0 
,2:DRAyR ia,0,1:PLOTR 2,0,2 
3400 PLOT -66,-4,1 :PlOTB 2,0:DRAVH 134,0 
,2iDfiAyR 13,0,1:PLOTR 2,0,2 
3490 PLOT ‘64,-22,t:PL0TR 2,0:ORAyR 126, 
0,2:BRAWfi ie,fl,1tPL0TR 2,0,2 
3300 fOS 1=0 TO a 
3510 HOVE 44+l,-S4+l 
3S20 DRAy 5641,-46,2 
3530 HEAT 

3540 FOR 1=0 10 360 STEP 30 
3550 i;=SIN(n*54 3 y=COS(iJ»54 
354« PLOT 

357# i;=5Itf(i)+62:>-=COS(i>462 

35A# DRAV x,y 

3590 NEST 

3600 HOVE 45,54 

3610 FOR 1=0 TO 6 STEP 2:DRAy 45+1,64,2: 

HOVE 4r+i,54:N£XT 
3620 FOR 1=1 TO ia0 STEP g 
3630 x^SJNEi)*l0:y=COS(i)*10 
3640 HOVE 42,74:PLaTR ^,j^:DRAyit 6,# 

3650 x=SIN(i+1S0>+10sy=COS(1+160)*l0 
3660 HOVE -38,74:PL0Tfl x^yilRm -6,0 
367# NEST 
368# FOR 1=0 TO 4 

3690 HOVE 46,4#+1:DRAyR -a8,#lNEST 
5700 RETURN 

5710 DftieiN $,10,9,630,62,10 
3720 CL6 3 

3730 DHAyR 0,52,1:bRAyR 620,0:ORAyR 0,-5 
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219RAVR -62#,0 

3740 HOVE 0,26:ORAyR 620,0:HOVE 126,«;0R 
AUR 0,52 

3750 PLOT 600,40#,2:TAe:HOVE 4,ia:PRINT'' 
Letters''; 

3760 HOVE 4,44:PRINT''VBluts’'; 

377# FOR 1=1 TO 13 

37B# HOVE 126+1+38,0:DRAyR 0,52,1 

3790 NEXT 

380# RETURN 

381# ORIGIN 12,110,$,272,576,110 
382# {LG 3 
383# gM264 

3S4# FOP i“0 TO gs STEP 22 
385# HOVE 0,i:t)RAy gs,1,l 
386# HOVE 1,«;DRAV i,g& 

387# NEST 
3BA# RETORN 

389# PRINT IHT(RNM6Jtl 
39## GOTO 3890 

3910 Al=tNAETS:|E Al="" THEN 3910 
3920 PRINT ASOCAi) 

3930 ■ 

3940 SBCL=0 
3950 TAGOFF 

3960 ENT -2,10,1,1,20,-1,1,1#,1,1 
3970 FOR 1=1 TO 5#:S0UH11 1,3#,2,7lSOUND 
1,20,2,7:NEAT 
3960 FOR 1=1 TO 35 

3990 SOUNO 1,30,1+1/3,#,1:SOUNO 1,21,1+i 
/3,0,1 

4#00 5=s + 0,2;i=i+s 
4#10 NEAT 

4#20 ENV 2,15,1,1,15,-1,20 
4#3B SOUND 2,20,20,7 
4040 SOUND 1,20,300,#,2 
4#50 UMUE SaCll>127:VEND 
4#60 LOEATE 1,2#^PEN 1 iPrInT'‘CHALLANGE 
":PEH Z:PR1NT" T/N ? 

M 

4070 VHILE INAETi>'*'':VEND 

4080 Ai=lNlCEVt;IF 3$=''“ THEN 408# 

4090 Di=UPPERS(BiJ 
4100 IF ^l+"T'' THEN 5040 
4t10 IF aiO^N" THEN 4080 
4120 LOCATE 1,2#iPEH tiPRIHT" POINT 

S '■:P£N 2:PRINT’' 

4130 FOR Is1 TO 12 

4140 FOR J=1 TO 12 

4150 IF Gi{J,n>" ■' AND (ElfJ-1,II" 0 
R "I THE# PT=PT4V(ASCtG 

ifJ,in-643 :LOCATE &,21:PftlNT PTtSO 
UNO 1,5#,30,i,l:UHILE SR{1I>127:#EN 
D ELSE SOUND 1,20,1,3 
*16# FOR 0=1 TO 40:H£KT 
417# NEST:NEST 
418# FDR 1=1 TO 12 

419# FOR J=1 TO 12 

42## IF S1EI,J)V' ■' AND (G«I,J-1)>'' " D 
R OtfI,J+1)>'' THEN PT=PT*V(ASC(G 
S(I,^))-643 [LOCATE i,21:PI||NT PT:SO 
UNO 1,50,30,#,l!yniLE SO(1)>127:UEN 
D ELSE SOUND 2,20,1,5 
4210 FOR D=1 TO 40:NEST 
4220 NEAT;NEAT 
4230 ORIGIN 320,280 
42*0 TAG 

4250 FOR U1 TO pt 

4260 SOUND 1,5««-PT(PL),3,7 

4370 ptiplMptCplJ+1 

4280 HOVE (394-L£NlSTSS(pt(pL))M16>,<pl 
+2)*10 

4290 PRINT pt(pt); 

4300 IF pt(pL)>trg TItfN 5530 
4310 NEXT 
432# HP=# 

*33# ORIGIN 1#8,38 
*34# If si = "'' THEN 4390 


455# fOR L=1 TO LEH(?1T 
*36# GDSOG 1980 
457# SOUND 1,20,4,7 
*38# NEST 

459# FOR 1=1 TO 15 

*4## IF HIDi(UL5,I,1)=" “ THEN **2# 

4410 HP=HP+V(ASC<HIiS(yL$,J,l))-64) 

4430 NEAT 
4430 TAGOFF 

4440 LOCATE l,2i:PNlNT" ": 

PRINT'' 

4450 IF NP># THEN 4710 

4680 ORIGIN 108,28 

469# TAGOFF:lOCATE a,30:PmNf'' 

4700 GOTO 4800 

471# OHJGIN 33#,?8011AG[PLO1 600,400,3 

472# FOR i=1 TO mp 

475# pt(pll=pt(pll-1 

*74# IF pt(pl)<# THEN pKptJs# 

*75# NDVE C2B8-LENtSTRi(p|(pL)y>+16I,CpI 
+2>+t0 

476# PRINT pt(p(}; 

477# SOUND 1,1##+i*3,3,7 
*78# NEST 

*79# ORIGIN 108,38 
*8## TAG 

4810 FOR i=1 TO 13 
4830 TAG 

4830 HOVE 1*J8,0:PR1NT " '’;:HOVE i*38,26 

SPRINT'' 

4840 SOWN! 1,1+10,1,7 
4850 NEAT 

4860 ORIGIN 16,123 

4870 FOR i=fl TO 11:fOR j=0 TO 11:lF gi(i 
+ l,i*1)>" " THEN gSCitl,j4ll='' 

VE 1*22,i+22:PRlHT'’ 

4880 NEAT:NEST 
4890 ORIGIN 320,28# 

4900 PLOT 6#0,400,1^HOVE 37,CpL*2^+1#;PR 
INT LOttERKplKplI); 

4910 pl=pl-l:lF pt<6'npl THEN pL=5:TIH=T 
IH-5EIF TlA|c,20 then TIH=20 
4920 PLOT 600,40#,2lHOVE 33,CpI*2)+10:PR 
INT UPPERt(pU(pL]}; 

4930 ft=0:pt=0 
494# TAGOFF 

495# LOCATE 1,2#iPEN 1:PflINT'’ SPACE&AR t 
0 PLAT":PEH 2 

*96# IF INSETio" - THEN *960 
*97# LOCATE 1,30:PRlNr' 

HI 

498# TAO 
4990 GOTO 167# 

5##0 EVENT 30,1 GOSUB 5020 
5#10 GOTO 3010 

5020 IF tk=1 THEN tk=#tSOUND 4,100,1,7,, 

2 ELSE tl(=1:SOUND 4,70,1,7,„2 
5#30 RETURN 
5840 ' 

5050 LOCATE t,20:PRII(T" 

5060 LOCATE 1,21iPaiHT" - 

5070 EVERT 10000,1 GOSUB 820;cU-0 
5080 sbcl=1:G0SUB 2840:£bf:(=0 
5090 GOTO 4130 
5100 ' 

5110 BORDER 0:INS 3,25:yiND0y 1,4#,1,14: 
PAPER 1;CLS:PAPER 0 

512# tllOftiGiN #,#:FQR f=78 TO 1## STEP 
4:H0VE 10,i:DRAy 24#,i,2[HOVE 10,i+ 
3:DRAy 240,i+2,0:flO¥E 420,ttDSAy 6# 
0,l,f:npVE 430,1+2:DNAy 6#«,i42,0:N 
ESTtORIGlN 320,S6:EI 
5130 PAPES 1 

5140 PRINT rAB(f5);''0FAT thf CLOCK" 

5150 PRINT TABf13);STRIN&S(14,30SJ 
5160 PRInTePRINT" The t+bject t+f the ga 
■■e 15 to Hike i'':PRINT"trQSSy6r(j 

using 13 randoi leltees,: PH I 
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NT"(5be/in9 -noriaL crg-s 5 uor(J rules b 
ut there" 

5179 PR Hit ” is A tiie Unit yhith gets sb 
orter after":PR!-llT"each r*und. 

PEH 3:PRIhT'' SPUCESAR TO CONtlHIlE": 
Pint Z 

SUfl IF INKErio- THEN 
5199 CLS;PRIhT TABa3);"BEAT the CLOCK'^ 
PRINT TflB(13);STRlNGS(T4,Z0e> 

S?00 Pfl INT: PFIINT" Ertlef ^ ¥5rd ■frg’i the 
letters avai lib I e”: PRlHT"i(vd press 
EHTER, ttien postion the cursor":PffI 
NT"usiTig the arrew keys to where l 
h* uof'd'^jPRINT "'!5 to start on the 
flrid. Press ENTER":PRlNT"then ^ 
A' for across or "D* for dgun." 

5J10 PRINT:P(I[NT" SPACEBUfl U t 

QlfTINUE'' 

5ZZ0 IF iNKETJ’i!^" - THEN 5220 
5250 CLSiPRINT TUBfl3>;"BEAT the CLQCrt 
PBIMT TA0(1J);nFIIN«{14^208) 

5240 PfilNTEPfilNT'' If a word is to cros 
s i word in tilt":PBlNt'' 9 r{d then 
tfiit word oust liave a space"EPRi 
BT^where they cross. Bords asy be 
deI eted" ; PB INT*'f ro» the grid by pr 
essinfl the ^CLfl" key," 

5259 PRINr:BRHlT:PRlNT'' SPACEBA 

B TO CONTINUE'' 

526ft If I]IAETt<>‘< THEN 5249 

5278 CLStPBlNT TABfT3T;"BEAT the CL9CK": 

PRIHT TAB{13);5TRIlrES(14,20AI 
5?M PRIHT'PRUIT" Viien llie players tiie 
is mb then the'';BR[llT"neift playe 
r Bay challenge one pr agre af":PRI 



NT'"tl]e' words in the grid 4nd r«to 

5599 

PATA 

213,213,636 


vfl then'':PRINl"befcire the pa'ints a 

5699 

DATA 

198,260,560 


rt added up.'" 

561ft 

DATA 

179,253,506 

5290 

PfllNTsPRINT:PI!|NT:PRINT" S 

5620 

DATA 

142,239,478 


RXCEBAR TO CONTINUf'' 

5630 

DATA 

159,198,473 

5309 

IF IHKETS^^" " THEN 339ft 

5640 

DATA 

159,190,638 

5319 

CLSiGfJTO me 

5650 

DATA 

179,213,638 

5329 

1 

5660 

PATA 

179,239,476 

5339 

TAGDFF 

5679 

PATA 

198,239,476 

S348 

LOCATE 1,?e:PltllfT‘' 

5609 

DATA 

213,253,636 


":PR1IIT" 

5690 

DATA 

190,260,630 

535ft 

LOCATE I^JftjPRIlfT pLttpl):" WINS" 

5790 

DATA 

239,204,563 

536ft 

G0SU9 5439 

5710 

DATA 

239,239,478 

5378 

10C.HTE SRACEBJlR TO PLIT 

5720 

DATA 

239,284,568 



5730 

PATA 

239,301,682 

5390 

GOSUe 5430 

5740 

PITA 

0,319,638 

5390 

GOTO 534# 

5750 

DATA 

999,999,999 

54ft0 

RUX 160 

5760 

RESTORE 5430 

5410 

aS=lBI(En!lF ai="" TBEN 5410 

5770 

CO=0 


5420 

PRIIIT ASCCfiS) 

5738 

ENT - 

1,1,1,1,2,-1,1,2, 

5430 

CATA 239,266^9 

5798 

ENT - 

Z,2,T,1,4,-1,1,4, 

5440 

OATA 213,2S4,9 

5010 

READ 

A,0,C 

5450 

PATA 199,319,0 

5318 

CO=CQ*1tlF CO=61 TUEN 

5460 

OATA 179,350,716 

5028 

!F A = 

999 THEN BESTOBE 

5470 

OATA 179,239,716 


0 


5480 

OATX 239,284,716 

5038 

SOUND 

1,A,20,6,0,1 

5490 

PATA 239,239,716 

5040 

SOUND 

2,0,20,5 

5500 

OATA 0,558,716 

5058 

SdVND 

4,C,20,5,0,2 

5510 

PAT6 179,259,716 

5068 

IF INKEY5=" " THEM BUN 

55Z0 

PATA 190,204,716 

5070 

IF C0<6ft THEN 5609 

5530 

PAT6 179,319,716 

5030 

SOUND 

1,179,120,7,0,1 

5541 

PAT* 159,319,630 

5098 

SOUND 

2,284,120,6 

5559 

PATA 159,213,630 

5988 

SOUND 

4,716,128,6,ft,Z 

5569 

PATA 213,204,630 

5910 

UNILE 

soul >127 :MEI|ip 

5579 

PATA 213,213,630 

5920 

RETURN 

5569 

PATA 9,319,638 





ACU 


Announcing 


MAXAM 


fortheAMSTRADCPC464 


The start of a complete Expansion System... 


t 


SIDESWAVS ROMS at last f 
1^0 more loading . , . 

Leaves 40 K fr&e! 

The perfect system: 

* AN-powerfiil Assembler 

* Complete Oisassembler 
Fuji screen editor 

^ Multi function Adaptor 

* Huge expansion potential 
in one simple unit! 

So easy to ose and learn . . 

10 MEMORY HIMEM-10 
ZO start=HiMEM+l 
30 :ASSEMBiE,sTafr 
40 'get start 
50 limit &FFFF 
^0 'DRG start 
70 XP 10:SCF.RET Z 
80 'RST UB752 
00 'ORG SiBD2B 
lOO'JP start 
11DTNG 


Soilwarp We hav* Iti* psrfact low-cost 

syslem for gofiware in ROMl Talk le us! 


Meet MAXAM — a new fuJFfeature no-compfcimisB 
Assem tler/Disassemhler/Edilcif - with a different. It's in 
a very full 1BK EPROM which plugs directly into The 
AMSTfiAO,No wailing while it iMds-it's always therel 
You can still use the Oise unit. You also get as a bonus, a 
new expansion socket for Amor's, new range of Sideways 
R OM cart ri dga s (con la I ni ng, f 0 r eKa m p I a, ou r to rthcomi n g 
Word Processor), 

MAXAM uses no BASIC RAM space, It lets you mix 
BASIC and Machine Code — just like the BEER] Or. you 
can assemble direct from The Editor, and you can even use 
the Editor to edit BASIC programs! 

MAXAM is ESSENTIAL sofiware for the AMSTRAD 
enthusiast. 

Cassette {reduced specificationf: £13.50 
Disc: £26.90. All prices include p&p, 

MAXAM in ROM £59.90 




Technical Data 


Super-fast 300 Q llnes/mln assembly * Condi¬ 
tional Assembly *Plain English error messages 
*Full Expression evaluation ^Unrestriuled label 
names * Directives include: ORG. BYTE, WORD. 
TEXT. RMEM, LET. If. GET, PUT, LIMIT, CODE, 
NOCODt READ. Commands include. LIST, NOLIST, 
LISTP, TITLE, PAGE, PLEN, WIDTH, DUMP. 
*Menu-driven Screen EdilOT includes move copy 
and delete block, tabs, search and replace, print 
all/part of text, Load/Save all/parl of text. 
Disc/RQM version only: Register display. Memory 
Edit commands, braakpoifrt. string Esareh in RAM 
Link to AMSDOS. 

Technical Enqu. D1-6S2 2174 ———= 


ctMQue^'PQj 10 ArnorUd, PO Box 619, London SE2SGJL. Order Hollino 01<653 14 B 3 (2pm'6pm} 
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OUTNOWONCASSETTE ANDDISK 



I OBJECTIVE ▼ V ^ 

evil cleric, 

|HPHPW WIstrik, has stolen the 
7 crowns of the 
middle Kingdoms - 
He has hidden them 
^MRESB|r all among his 13 
Dungeon strongholds 
- YOUR TASK - enter 
the dungeons, find the ^ ^ 
crowns, and get out alive! ^ ^ 

|J|#atch out for the zombies, 
Irir snakes, spiders & orbs - get 
hit too many times and youVe 
dead* 

nrotect yourself with magic 
Crosses and spells, xxxx 


► Oramatic 3D 
Graphics & Fast 
Action ► Unique 
2-Player Co-op 
erative Mode 

► 4 Levels of 

Difficulty WS 
Different i 

Dungeons ^129 I 
Different Rooms] 

► Joystick I 

Control 


p&fi. d.lL 


HIGH PERFORMANCE PROGRAMS 


Hui 




[■Vi 

Wil 



























SERIOUS 
SOFTWAR, 
FOR THE 
AMSTRAD 



THECOMPLETECASH BOOK ACCOUNTING SYSTEM 



^fle 


Tliis IS a program of enormous 
scope which allows the Amsirad 
to be used as a powerilul 
business tool, taking the 
drudgery out of bccii keepirigi, 
and producing accurate and oomprehensive marragemervt 
mfcirmalion. 

In rl$ simplest lofm (he program will replace your Cash and Petty 
Casii books BUT Gomim'g prograjn, in effect, does nwjch more. 
In addition to recording cash and bank transactions, ths program 
will allow you to enter credit sales and purchases, and for all o) 
these entnes it wltf ajurtomalicalty compiete the double enlry 
routines, to ensure that your records are always in balance. 
Sales and Purchase ladger control acMuntsare included, which 
makes the program ideal for integraliori wilh an existing manual 
sa^s Of purchase ledger system 

The program also Irtcludes the 1dllowir>g teatures.; 

1 . Bafance a! Bank Idr up lo5 separate Bank Accounts. 

2. PetlyCash in hand tcf up to 3 scarabs Cash Accounts. 

3 A listing o1 all nominal aiscflunttitfes (maximum most ot 
which are user delinablej. 

4. Monthly transaclion summaries and departmental analyses of 
sales and purchases. 

5. VAT n>emoacccunltiaianees [sate&Viel purchases), and VAT 
acoour\ts. 

6, Batch pnotouts oif all transadions entered in durrent program 
run. 

7, Total deblofs and creditors, sates, werheads anrl Trial 
Balance. 

The program is Iherefora a ccmfilele sland alone’ accounling 
software package, icteaJ for both business users, and practising 
Charlered Accounianfs. since an infinite number of different 
Cash Books may be kept on a single Amstrad. 

A full audit trad (jf aH data entefed ih She program is produced and 
a jrximal entry routine is irworpomled (o facilitate adfustrh^rffS to 
individual nonmgl accounts, prior lo producing a final Trial 
Balance. The latter interfaces automalicaity with Rnal Accounts 
program C.1&06, w that a Prolit and Loss Aocountand Balance 
Sheet can be prepared trom data held in the Cash Book program, 
C9SsetleC.1B(f5£SA9S 
D39kRimm.S5 


Whilst Ihis program will benefit most VAT regislered businesses, 
il IS also designed tor those users who are on orieol (he special 
retailers schemes fbr VAT, which requires them (o analyse (heir 
ejipenditore invokes over the yartous rates ot VAT, m order lo 
CBlculflte their VAT output tax, The program will provide the 
following: 

1. A means of recording invoices, 

2. A printed copy of all invoice details, 

$. Accumulated lolaJs of drHerenl types of transactions 

4. The facilily for coping with a mulli-ratocf VAT system, 

5. Informalion needed fer (he preparation of VAT returns. 

6. The fattJHylo sort and prim transactions by date, invoice 
reference or customerrsupplmname. 

The package is capable of d^a^ with up to 140 transadions in 
a single batch and the difterent transaclion types are processed 
in separate balches, which are then printed out as a permanent 
record. Cumulative totals (or gross takings, VAT at standard rate 
etc. are stored in a. data We on disk«tape which can be loaded 
at'the stal of every session to provide 'hroughtforwaud’ totals lof 
Ihe program 

Cassette C.W?Ef 9^95 
Di&kD. 181S^S.9S 


This program is designed to produce a Trading and Profit S Loss 
Account and Balance Sheet, either (rom tha final Triaf Balance 
pfodVced by Cash Book program ISOS or from any other Trial 
Balance making it a Iruiy stenrl alone 'fVial Accounts' program. 

The facility (0 produce these doctjmenis quiokly, accurately, and 
regularly i$of enormous help in running any business, large Of 
small, since one shows the true profrtabilhy achieved, and the 
other the exact strength of the business in terms ot assets and 
liabilities. 

The program also allows ir^sertion budget or comparative 
figures which can be Shawn alongside the actual figures, together 
with notes to thaaiaMunts, and the opening Trial Balance for the 
following period. 

Whether used by dusinessmen dr practising Aowuntanls, this 
program allows the Amsirad (o be used as a real business 
computer producing vital infonnalion tor decision makers with 
enormcus ease and accuracy. 

csssemc,imm.9s 

Bf$kDM9Sm.9S 


Sona tlc}e dealers, disiribuiDrs end crv^r^ess licensees 
Iw Gemini sottware always re<iuirecf. Educafonal 
islahlisfimenls contact US lordelails tri Our luSS^Frae 
licanslrif) agreements 















BEAUTIFULLY PACKAGED AND DOCUMENTED, THESE EXCEPTIONAL PROGRAMS PROMISE TO 
BECOME ‘BEST SELLERS'FOR ALL AMSTRAD STOCKISTS, AND ARE CONFIDENTLY 
RECOMMENDED AS ‘STA TE OF THE ART' SOFTWARE FOR THIS POPULAR, COMPETITIVE HOME MICRO. 
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th^datd ]fH 3 uf A^ttslr^ Wflli this 

powerful (tatebaso program from Gemini, ttie markel Headers in 
home computer soflwaye! 

Yo«jr Gemini Database will allow you to stcH^e, relriei^ and 
ineniputate date in a variety of useful ways — fust as you would 
with a manual card indejc sysiam, bul with eicbracapabili'lies. such 
as:' 

• Sef up ycHJT own usef-<le1irabte card layout in 40 or 80 coJumn 
OKJde. 

• Up 10 20 fields allowed, each with 160 characters — to a 
maximum fri fOOO-chafactera per card. lo99S records 
available, making full uee of the 4$4.^64's memory capa£ily. 

i Extensive malhematical and field mlafional expressions may 
be used, including totals and averages. 

• Qu»c% sorts aJphabeficatfy or numerically, even names by 
surname if reciuired, with or without case discrimitation. Sorts 
may be performed on subsets of records on ANY fieW 

• Int^rates with Report Generat’or (available secaretelyj to 
produce standard maihmerged form letters, mait.fig labels 14 ] 
fo 3 across page etc. 

• Change record formal af any tme, add or delete f*eids after 
set-up. 

OompIstBly user-definable held summaries aveHable to both 
screen and prinrter—46 or 80 column disptay mode. 

Delete reoords. 

Brow&e with instarif ediVpnnt'deiefe options. 

Simple menu-drrven operation 

Ltelises machine code routines—no long garbage coflection'. 
Files-may be merged enabling the apoerKfing offices without 
tedious re-typing. 

Scpsfbiy documented in an easy to understand siyla—pust as 
you wouW expect from Gemini! 

Comes with two documented demonstration files to show the 
extensive capabiWies ol the software. 

CatsM9C.miCi3,S5 

0ftkD.mi£3US 


Requires Gemmt Database Program No. 

C.1&01 and Printer 

This program will allow you to present arxl print your Gerwni 
Database data in formats Ihaityou design yourskon’screen. 
Look at some of the ways in which you can use rt; 

• Re-arrange your record layout lo meal specific pfrted 
requiramemts, 

• Create sola of meilmg liat labels from database reoordis, up lo 
thn&e acroaa your primer. 

• Create documents inserting merged helds inlo text |usl like 
the expensive worttfirooessorsi 

• Design field summaries for columnar presenlalion of dala, 
and tolat anygivai cetumn. 

• Ideal for malFnierged standard letters. 

• Create any number of standard documents from one 
database file, 

• WIH avert r^ht^justify documenis, auloma^lly adjusting for 
variablie length merged data. 

Technical 

RECORD MODE; t600 characters of text avgilabten inchJding 
field data. Headers and Footers may be entered when using 
punter pacing optiona. 

IVIAILING LABEL MODE: 1-3 labels 
across page, with automatic compacting 
of fines to sequence She printer. 

DOCUMENT GENERATOR MOT: 

3200 characters available per document, 
with merging ct up lo 20 iteliite. in any 
pOSitKin on doojmenL Any fiefd nvay be 
used more than once. Automatic 
juSlificaiion. 

FIELD SUMMARYi^DE: Up to20 
fields maybe specified, maximum of 
160 Gharadefs each, 

C»ssMtCi1SS0£i9,95 
Disk 0.1820 £2S.BS 


The Gemini AmstFed Home AccOLFots is a suite ol two prpgraim 
oftgjing oompjehensive management of home finances. If is 
qpjick and easy lo use and includes the toilowng main features: 

• Computer sided budget design. 

• Up to 30 experMtiture allocations. 

i Financial year may start with any monlh. 
i Amendments ID budgetal my time. 

• Upto 24 characiecj per transaction. 

• Automatic warning if bank charges likely. 

• Forecasting of balances and expsnsK. 

• Bar ebarts ot budgeVactuaJ income/expendilure. 
i Various printer routines. 

• Powerful search routines including ; 

Date, or rangeof dates 
Ailocalions 

Transaction details (specific name) 

Credits 

Cornbinatkjns 

• Simpte to check accouni totals and running totals against 
budget at any lime. 

f All account entries sorted into dale eoder if neginred. 

• Simple antendmenl or deletion of entries. 

• Date entry valioation. 

• Full summary by allocation. 

t Four typ?s of monthly summary. 

• Automatic entry of slaindwig orders. 

• Plus more,..! CassattaC.mTmss 

Disk DJm £25.35 


GEMINI MARKETING LIMITED 

Gemini Housef Concorde Road, Dinan Way 
Industrial Estate, Exmouth, Devon EX8 4RS 
Tel. (0395) 265165Telex 42956 GEMlNi 



- -- 

I 








f • 

. 


0 



1 rllEB ASSETS 





GEfnini 


CoiEGV 


VOiu 


“inn Dtp- 


.HU 


h»nrAEqii,pnH, 




* ^rXPlT^A£;.^.QL‘^IT3 


Cipn* 

inif 

^ i 

IMI ^ 


IJiAiMLBj .^jQnij lY! 111 | 






..flOW 




IW 




fUD> 






m4p 


I lat 


• 2 ^ 






Prices include VA T and 
post and packing 

CPC 


V 

0 ^ 


.< 1 ^ 














DFM DATABASE 

An easy to use database for maillists etc. Complete with iabel print 

option £14.95 

HOME ACCOUNTS MANAGER 

The complete home accounts manager, for bank accounts, expenses, 
and includes a name/address file £14.95 

TRANSACT 

The ideal small business bookkeeping system. 

For day books, nominal ledger, journal and VAT £29.95 

INVOSTAT 

An invoice/statement generator, featuring automatic 
creation from a sales product table £29.95 

STOCK-AID 

A simple but powerful stock control system, 
with extensive reports for screen and printer £29.95 


All Dialog software provides easily understood screen 
formatting, taking full advantge of Amstrad computers’ 
40/80 column capability. Available on tape: disc versions 
soon, Above prices include VAT. 


FromAMSOFT& Dialog Software 








































The ideal desk for 
allAmstrad 
computer 
owners. 


Keepyourself tidy 
with this superb 
computer desk, 
featuring space for 
software, printer. 



Supplied in a self assembly pack 
with full instructions. 


Orders onf/accepted for delivery in the U.K 
Air prices Include VAT & postage and packing 

Cheques or postal orders payable to AMSOFT 
' OiicoijntprickSinjlabrADnlrti^BwnflatervdUSeaCiUeMEMBEflwhtn 

purchuad diKCUnm t|twrtiiig nwnibprvhip ngntbWt 

“ This namfrand Addms imj«t ■» ttH ttw r*gittif«d nfiiHnb*rsiiiirn« and 
■ddrus. H piit^chMBd by crecfit wd n mutt a^u b* Ih* rum* Md addt^u 
■dirii«d to th« credit i:^ cdmpanr, 

[PLEASE ALLOW MAXIMUM OF 28 DAYS FOR DEUVERY| 

[Most Orders wfll be despatched within 7 days) 

SUBJECT TO AVAILABrLITY AND OUB NORMAL TERMS OF BUSINESS 
ALL PRrCES&SPECinCATlONS SUBJECTTO ALTERATION WirHOUT NOTICE 


ONLY £ 29.95 

^ For User Club Members only 

Available to Non-Members for £ 34.95 


Date 


CD1 


Access Card No. 


5 

2 

2 

4 














Barclaycard No. 


4 

9 2 

9 







Expiry Date. 






•USER CLUB NUMBER. 










**NAM E M r/Mrs/Miss {Please delete) 

Initials D IZI 

Sumanne. 


T 

I I 


_ 












ADDRESS 


... POSTCODE.... 

DAY PHONE NUMBER ... 

POST YOUR ORDER TO: 

AMSOFT, Brentwood House, 169 Kings Road, 
Brentwood, Essex CM 14 4EF 
Or phor>ethe ORDER ACTIOH LINE (0277) 230222 


Amsoft is a division of AMSTRAD Consumer Electronic PLC 



























































































TELECOMPUTING WITH 
YOUR AMSTRAD 


by Steve Gold 



Soj you’ve got your Ainstradr an interface 
and amodem. What now?... 

If you’ve perused a few of the magazines 
dedicated to 'modem living’ then youll have 
realised that there is whole new sub-culture 
out there, chock full of communications 
buzzwords such as parity’, ‘baud rate’ and 
the like. This article will, 1 hope, guide you 
through the trauma of getting your 
machine‘on-line’. 

Having read your user manualfs) 
thoroughly, you'll need to have a modest 
understanding of a few of the components to 
which your computer is attached. The 
modem and the aerial port are important 
accessories. 

Your computer operates in a binary 
language of ones and zeros. This binary 
language is due to the fact that all a 
computer really knows how to do is to throw 
thousands of microscopic, internal switches 
very quickly to ofTa nd on states- 

For instance, when you type the letter ‘A’ 
on the Amstrad^s keyboard, the CPU 
(Central Processing Unit) has it’s own 
two-numbered way of dealing with that 
letter. It is called the ASCII binary code, 

Page 30 


and, in this code, the letter A is really the 
binary number lOOOOOl. B becomes 
1000010, and so on. 

Now let’s suppose you've got a document 
already composed on tape or disc. What’s 
really recorded on the tape or disc is the 
binary encoded sequence that represents 
each of the letters one after the other - a very 
long string of ones and zeros. Using a 
modem, (short for MOdulator 
DEModulator) you can squirt the string of 
zeros and ones down a 'phone line as a series 
of representative tones, which may then be 
decoded at the other end to produce the 
original document again. Your modem 
‘talks’ to other modems using the phone 
line, 

Notv, that’s all very well and fine, but Just 
as there are different TV encryption 
systems round the world, so Murphy's law 
dictates that there are several different 
‘protocols' in use for modem transmission. 
These protocols are defined by the three 
m^or variables: 

Parity 
Baud Rate 
Duplex 


Parity 

Transmitting a sequence of tones to 
represent a string of digits is really a great 
idea, but how does a modem recognise when 
one character has finished and the next 
starts? The method by which most 
computers do‘this is called ‘asynchronous 
transmission’. Many computers add a 
process called ‘parity checking', and as 
youll have come to realise in the computing 
world, this is a complex sounding name for a 
really simple idea. 

Each character in the ASCII 7 bit code has 
a start bit added to it. The start bit is always 
a 0, and tells the receiving computer to 
expect an ASCII letter. After the ASCII 
letter is sent, an extra bit, known as a 
‘parity bit’ may be added on. If the parity 
check is ‘even', then the sum of all the bits in 
a character, including the initial 0, and the 
final parity bit will produce an even 
number. Odd parity gives a sum total that is 
an odd number. If the receiving computer 
gets a checksum that is even, when odd 
parity is being used, it means there has been 
a transmission error, and, depending on the 
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software paii^kage, will take appropriate 
actiao. Appropriate action means either 
notifying the recipient of such an error 
(usually on-acreenh or automatically 
requesting re-transmigsion of the data 
concerned, 

The parity fait is not usually acted upon in 
small computer communications, but "stop 
bits' are. A stop bit, like the start bit, is one 
or two binary numbers which follow the 
parity check fait. The stop bit is really a sort 
of end flag that notifies the receiving 
computer that one letter has ended, and to 
await the next start bit. Most 
communications protocols in this country 
use one stop bit. 

Baud Rates 

When you drive a car, your speed is 
measured in miles per hour. When you 
transmit words and information by 
computer, your speed is measured in baud. 
Unfortunately 300 baud does not, despite 
much misleading information to the 
contrary, translate to a given number of 
characters per second, This is because, as 
youH have seen above, each character is 
represented by a series of tones. At 300 
baud, each tone lasts a fraction over 3.3 
railligeconds, which (assuming 7 bit ASCII 
code) together with one start and stop bit, 
means that each character is 9 bits long. 
Working this out, we get a maximum qf 29.7 
characters that may be gent every' second. 

300 baud is used by the vast majority of 
Bulletin Board Systems in use in this 
country. Because of the Prestel rates of l2tH) 
receive, and 75 transmit, some are coming 
on-line using this rate as an option. In 
practice, whilst receiving data at 1200 baud 
is fine, uploading at 75 baud is not, so you 
will find that 300 baud is the most popular 
BBS rate. 


Duplex 

Obviously, just having one computer 
squirt information to another is not 
satisfactory, particularly when the other 
computer wants to talk back. So modems 
are devised so that they can permit 
simultaneous operating where both can 
talk at the same time. Naturally, two 
different aete of tones must be used with 300 
baud, so that the signals do not get confused. 
One modem works in the ‘originate' mode, 
and the other in ‘answer’ mode. This is 
known as Tull duplex' and is almost 
universal in its acceptance as a standard in 
the UK today. Half duplex, where the 
computer can only receive or transmit at a 
given time, evolved in years gone by, to 
allow cheaper modem components to be 
used. Duplex is not applicable to 1200.^75 
transmission as, obviously, different tone 
channels are used in this system. 


Plugging in 

I hope by now you’ll have grasped some of 
the basic principles involved in computer 
communication. Armed with this 
information then, let’s look at what services 
are available. 

Services accessible via your modem fall 
into two di stinct categories; free and 
chai^eable. The free ones are usually 
(B)ulletin (Bioord (Slystems, and are 
usually run by an enthusiast who devotes a 
lot qf time, money and effort to get a system 
up and running. Because of the coat, 
involved often a BBS will operate limited 
hours, and on one ’phone line, which, since 
there are tens of thousands of modems all 
(theoretically) wanting to use the few dozsen 
BBS's already in existence, makes for a tot 
of engaged tones’ In practice, you’ll find that 
by using offipeak times (early evening and 
very early morning) you’ll stand a better 
chance of getting through. 

Remember though, that a BBS represents 
a lot of time and effort on the part of a 
SYStem OPerator fsysopl and it is only due 
to hi&'her good nature that you are allowed 
to use it, so please, no bad language, and no 
electronic graffiti! A list of publicly 
accessible BBS’s is given at the end of this 
article, 

Chargeable systems make you pay for the 
service because they invest great sums of 
money into providing a professional service 
available on a great number of dial-up 
ports, thus virtually guaranteeing you 
accesa 24 hours a day - whenever you want. 
Often, by means of a special gervice called 
(Placket (Slwitch (S)tream, they enable you 
to gave on phone bills by giving you a gpocial 
local 'phone number to dial, even though 
they may be hundreds of miles distant. 
Because of the resultant savings on 'phone 
bills, which can total up to three pounds an 
hour, the hourly connect rates for guch 
services are relatively quite high. 

Most readers will be able to have a lot of 
fun simply by calling up their local BBS, 
but, as you become more experienced in the 
use of your modem, and your thirst for 
information increases (in proportion to your 
telephone bill!) you may like to try' these 
services- Space is too limited for me to 
provide much information about the 
services, but again, at the end of this article, 
you’ll find lots of addresses for you to write 
to Ibr free infomriiation. 

Your’phone bill 

Naturally, using the 'phone isn't free. Nor is 
it, in spite of the horror stories of 
multi-thousand pound 'phone bills, 
devastetingly expensive. 

If you restrict your usage to ‘cheap rate’ 
(any time other than 8am to 6pm, Monday 
to Friday), your bills will be manageable. 
You’ll find it useful to keep a log of your 
calls, as this will often solve the family 
disputes that inevitably arise when the bill 
arrives. As a general rule of thumb, cheap 


rate local calls cost around 40 pence an 
hour, whilst short haul direct dial calls 
weigh in at £1.20 an hour. Really long 
distance calls (over 50 Rm) will set you back 
up to £4.00 an hour, go watch out for these. If 
you call the telephone operator and ask for 
FREEPHONE TELEPHONE SALES, they 
will send you information on ’phone charges 
appropriate to your area - and the call to the 
sales office is free! 

As with all things, moderation ifi beat. I 
think you’ll find modem living to be a cheap 
source of good entertainment. 

A few useful names and addresses; 

American Peoplelink, 

Arlington Ridge Office Center, 

3215 N FVontage Road, 

Suite 1505, 

Arlington Heights, 

IL 60004, 

USA, 

Tel: 0101312 870 5200 

Association of Free Public Access Systems, 
(Please include an SAE) - 
Fred Brown, 

421 EndikeLane, 

HullHUOBAG 

CompuServe Inc., 

5000 Arlington Center Blvd., 

Columbus. 

Ohio 43220, 

USA. 

Tel: 01016144678600 

Dialog Information Services, 

POBcjxS, 

Abingdon, 

Oxford 0X13 6EG 
Tel: 0865 730969 

Packet Switch Stream Marketing, 

British Telecom National Networks, 

Seal House, 

London. 

Tel: 01 920 0661 

Telecom Gold Marketing Dept,, 

Sales Administration, 

60-fiS St. Thomas Street, 

IjOndon SE13QXJ 
Tel: 01403 6777 

The Source Telecomputing Co, Inc.^ 

1616 Anderson Road, 

McClean, 

Virginia 22102 
USA. 

Tel: 0101 7038216666 


If you need assistance on ‘Comma’ matters, 
then please leave a message on the ‘London 
Underground' (01 B63 0198), or, if you have 
access, on any of the following networks: 


CompuServe 76011,1155 
Prestel 012783143’ 
Source BBY 284 
Telecom Gold 83:JNL 113 


ACU 
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Problems solved, Questions answered, 
Hints supplied, Universes saved etc. 


Q: 

A few weeks ago I started getting the occassional 'Read 
K^r b’, since then it game from occasional to continual, 
with the odd 'Read Error A’ thrown in. 

It is virtually impossible to load any program that has 
*SAVED' successfully. Pre-recorded tapes such aa 
'ROLAND’ still seem to load OK (I had one road error but 
loaded with a second go)* 

CODENAME MAT seems to load OK but doesn’t appear to 
be playable. I haven’t seen a planet yet, although the 
readings suggest I am close enough to touch it. Zapping 
aliens has no effect either* 

Before the “ERROR” occurs 1 can tell it will happen from 
the sound. It seems distorted compared to the sound from 
“SAVE”. One gets the feeling that the tape is slowing and 
speeding up, in particular when there is more noise. Its as if 
the data slows the tape down. You can in fact see that the lift 
spool appears to slow down and then take off again. The fault 
occurs with all tapes including AMSOFT, and top brand 
audio tapes, 


ACU: 


R.J. Thomas. 
Leicester, 


# //you find that you getting an unacceptable 
number of these error messages with several ditferent 
cassettes, your datacorder could possible have a faulty 
motor In this instance you should return the computer to 
your retailer for repair. Some loading errors may be due to 
incorrect head alignment. This will need to be corrected by a 
qualified engineer. Re-aligning the cassette deck yourself 
could mean that nothing loads aRerwards. Whatever you do 
try cleaning the heads first 


1OONERR0RGOTO10O 
20PZINT ’’HELLO" 

30END 

lOOEfiROH ERR: END 
RUN 

(Should report '^Syntax error in 20’) 

Syntax error in 100 

(ie the ERROR command reports the line on which it, and 
not the error, is to be found) 


ACU: 


If you use the ERROR command then the 
BASIC will report the error as having happend on the line 
containing the ERROR command. This is what is intended. 
If you use an ON ERROR GOTO construction then you ha ve 
access to the failing line number and error code until 
another error occurs, ora RESUME command is executed. 


An ERROR command is treated exactly as if an error had 
occurred. 


Q: 

While writingfairly simple programs I found the following; 


Din a (10) 

10 DEF FNy(x)=x+1 
20 FOR b= 0 To 4 
30 a(FN/(t))) = 0 

40 NEXT 
RUN 


(Should ini ti a) ise a( 10 to a (50)) 

Unexpected NEXT in 40 

(ie indexing an array by a function disrupts the return stack) 


ACU: 


I It is not possible to use a User Function as an 
array subscript. 


Qj 

10 FORa-1T010 
20REn I Cshif ta) 

30NEXT 

RUN 

(Should just pause for a short time) 


NEXT missing in 10 

(ie the search for a matching next is disabled by the shiftt 
sign) 


ACU: 


The programmer should avoid using 

characters 

other than those with ASCII in the range 23-123 and 
125-127in a REM statement 


ACU 
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High Quality 
Microcomputer 
Software 


for CP/M 

-f 

a sparkling full screen editor 
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a brilliant front panel debugger 


a glittering macro assembler 

Th^Be 3 programs are available in one 
powerful package for your CPC 464/064 
disc ayjJtem. Only £39.95 directly from 
HiSgfi [UK inclusivs). Write for export 
prices or full technical details. 



180 High Street North, 
Dunstable, Beds. LU6 lAT 
Telephone (0582j 696421 


THE BEST FOR 
YOUR 464/664 


HISOFT PASCAL 

PabCHl is s vuluabl# efJucaliOtiBt and dBvelapm-pJil 
■(.K>l and in addilicn il runs prngrf^ms lypiuallj,' 4{:i 
timp3 fflsler- (han ihu BASlt jtn'en LjKrtmotivt 
HASLO) Kjui^-flbnl. Our ccimpiilef is un almnsl tutl 
impl(!Ji(ii?Ti1iiliOn uf Hhp Pascal lanjuags whirji cont- 
IJilus di ran I y lu mach I ne riode (ii u sluw F-rodasl. 

.As wUh El^vpsc. Ilinu are twa tsr&lon? oF Hi£utl 
E^liiaE far tht Amslfad ijOffipultrs. one AnisdoR 
compatjhie and the other UP.'M comijal ibla. 

The Amsf' 's ^ersnin o-f HiSoH Pascal tully suppoJiS 
both iJassbtEa and disc |b'la AuiSdusl. cumcs com- 
pJele Wflth il luTile OiapJircs pHj!:J(aflO tiild many 
piotedurfift and funclions fnr interEacing with tht 
Firmware 

The CP.'M '.■nrsicHi | Pascal HO) is S33pf>l|^)d with KDUO 
(our full-screen. VVcntfslai-cuinpatiljIfl edilorl. 
example PfliSuil pio-jjrams [tncJudih^ an extensive 
disiLssumbler) and. supports sequent Lai file- hand- 
linfi.. 

I'iiiPOHl is undouhledly u pouerJuJ pragrammlrm 
language tl-nd the Lombi nation oF tliSofl Pascal and 
(he .Amstiud Ln.impultffs sdds tasl. Msy fte^elup. 
nit^rit. I'nbealablej 

PriLes; 

PaBCBtBU|Cr.'M) 

Itape) ta J.tt5 [d Lm) d JH.P5 (dfctic: J 


HISOFT SOFTWARE 

FONT fU Lnw FONT an easy-to-use Irmt de¬ 
signer enfthtEng ^i)u tod^siifn, odil and save your nivn 
characters and graphics: 4here are ti pnt-4esigned 
Funis and the package comes complete wLUl sopblsli- 
pfinler-^rivin!!; software which jiIIowr hijfh^ 
repcJulton sfrneijn durniJS end Jeder wriling on Kpson 
compaiJbIfls and the Qn-II*- 1. £7 flfl [(ape|. £SZ.BB-jatsi:]. 

THE iDKCiH. an exlensive.. disc-basud LuLariat lhal 
illuminalcs I he raysleiies ot Ihe CP.tM uperaJing 
sv&fem Plus an essy-ln-use menu gystuin £12'PS 

(iiac) 

THE KNIFE: hack yuui discs into shape with Ibts 
pOw-urFut disc muintvnUAuc proeracn. recover un¬ 
erased flley, tut and paste stctors. learn how files aie 
slored on disr;. you have unlLmiled powfr u^-cr your 
discs wit h 'Che h n i t'e! £ ] Z.Ba. {disc]. 

HISOFTC: vvalch Oul (or Ihe .Amsirad veTsion of nur 
bishly BLcSaimed C cnmptlEjr - il will be well wnrlh 
the we i i! 



CTVM! is a J'radt'markjiE Ui|{itaf }i.t-hi.'Hri h Iul;. 




High Quality 
Microcomputer 
Software 


HESOrr BEVPAC 

llie standard iiSRernbly lunguaue pu:k4i^e lor IhM 
I Amslrad fiPC caimpiilers availabk' on tape or dixi.. 
j Uevpac ie used bv leadimt soFhvui^i houses lo develop 
Ihoir commercial Htkflware because it is siendard. 
Ucvpac is a compJeJe mai.hme code develupmeni 
package with ZHO essemblertedilyr imd front part-l 
diRasSiemblcr^debuiiigej: 1 eat u res loEiludH' - slandard 
Ziing mnftITiiOnfLS. puvverlul itsseirihler [:i.iin munds 
EondilionaJ essenijjiy. assemble lexl Irom lK|ih; or 
disc, full support c>[ IfipiNind dist. labeJJing disHiSem- 
l)lcr. muhiple breakpiJirilK. itMMiujry si^arch. single- 
step ele. 

LkipactJO |uur vnr&iunf has ait the aljuvr- 

features plus much, much morcf ll runs under the 
CPi'M disc upuTuting system, corner ciiruplelu with a 
I u 11-Hcrt^en H^ilbr {t!:Dfb| aitd lekes full ed^-eiHjiSi> ctl 
Cil’/M alloTvinK dfScdu-cliKC assembly, v irt^tel clisVing 
full F.ilog mtnivs. full Zilufl express ions. prinliT 1ib*s. 
disaaspmblj,' ip dliic etc. el^.. 'Ihe new standard, ul 
BSSiembl«f.'(jet.u3K5ier packanrs. 

J’ieast: leel Iree 1o wTile lor lull [fii-hnicjil s|]fi ilae- 
lions ijI hiilb prndurls, 

l^rii 

Oectuit: EJi^vfxit.hHJ 

£21 ,«5 [tuiw] tih.us (dist. I |diM I 

SOON TO BE RELEASED IN ROM!!! 





















































Rules: 


1 The winners will be the first 25 correct entries drawn on July 
30th 1985, 

2 There is no limit to the number of entries any individual can 
make, however each entry must be on an official entry form. 
Photocopies cannot be accepted. 

3 Entries should be sent to: 

Amstrad Computer User Magazine 
Confuzion Competition 

169 Kings Road 
Brentwood 
Essex 
CM144EF 

4 No correspondence can be entered into regarding the 
competition, No entries can be returned. 

The judges decision is final. No employees of Amstrad^ 
Amsoftr Amstrad User or their relatives may enter. 


Confuzion is the best-selling puzzle solving game. You have to 
guide a spark through up 64 different levels. The game is very 
addictive, even the Editor got hooked. 

Some snazzy softwear Is on offer to 25 people who can prove 
that a simple puzzle does not leave them Confuzed. Look at the 
photo on this page. It shows a typical Confuzion screen. Explain 
how to slide the blocks about to leave a straight path from the 
spark to the bomb. Unlike the real game you cannot move the 
blocks once the spark has started its travels. So if yo though 
that the best moves were Right, Up. Left, Down that is what 
you should fill In on the entry form. Of course that isnT the right 
answer (Even Amstrad Computer User Competitions aren't 
that easy). 


-X- 

Entry Form, 

I I'm not Confuzed,! think the moves should be ........ 


n 


j Name... 
I Address 


My sweatshirt size is 


Page 34 
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''YOU MUST BE THE BEST 
SOFTWARE FIRM IN THE WORLD" 

(L. Mallard, London) 


FOREIGN ORDERS WELCOME, !).at is fled customers in over 40 couniNes ^or 3 years. UK prices indude VAT; export prices are the same, plus p&p. Pay 
by sterling cheque, bank draft or postal order. It's faster (o order by phone from any country with your VISA, EUROCARD, M.ASTERCARD, or 
ACCESS. Call 01-789 3546, 24hrs- W'E ALWAYS TRV TO SEND YOUR PROCR.AMS ON THE DAY W'E GET VOUR ORDER, that's why it's called 
Speedy soft! All programs normally in slock. Faulty tapes replaced immediately. FREE 32-P.AGE ILLU ST RATE LI CAT-ALOCUE WITH EVERY ORDER. 
Send t'l.lH) (refundable) for cataloj'ue only. 

C C D ■ WittiHut dvubi (hi' mrjst ulrikin^ly pnidwcr^ pairs ['vp 

IVv_^ t IV T wen to cldlf fur thi' .AmslrjiJ.”fC.r.tl''.) ■ tVijj-ptfiTfu/ ... 
rhe gr^ph/i:^^ b^^iitifutiy rfc^-Sfo arr jncreriffate L>^ r(r='i!LirJ'. 76w 

tarftJorT diffa/i exi-end;-, tiifoughout riil -)0, quitf!- disicfeiit, .‘■rvf'e'fit." 
(PfJpCtJmfJWtfvJ "5r(jnn;n;^/y ^,hcif'p. COfoufUii gr^piiini and a fruiy tnluf.-iiting 
and mdn^iUng pk>1 ... CERTAINLY THE BEST CAME VET FOR THE AMSTRAD. 
fAirrro Adventurer) STICK NEEDED, i.Virgiri) CASSETTE £^.95 

P|/^.LJTCP Pll ^ COME 

r I KJ n 1 H IV r I LVy l .AO?O.SS ... d c^n 

and iirT 5 :rr</mentfl^t>i'T. '■ tPCGflme^J 'The jjarne pLiy^bdity dind rhe 

a/jpea) / have played on the Amstfjd . . . monrfTS ot dying hene. ■■■' 
tCvGamefiJ ".A wperb flight mmidadon ivftfr r'u//j'rL^frurDenfJtrtJn arif/r?rtirveffo[Ji.s 
moving horizon eockpif v)ev«,." tCompufer C/ioireJ .STICK or Kf:YS iDieHaii 
CASSETTE £8.95 


l/IVIl/^UT I “W.s/n- the mr procram mp 

Iv I Al I VJ n I L VJT IV C .AMSTRAD fUS EVER Sff,N .. aw^iomL\ 
tniric.ale graphica ... enough to make most softivare houses pack up and go 
ftnjTje ... a y-KJiLT hat-'e an Amstmd. you should start whooping for joy."" 
iPftpCompWkSyi "'How da you describe software so good it makes 'jet Set W/f/y' 
/nut feehfi?^ Hjiunning .fD and f'ufl of tricks to learn ." fAfnstrdd Usef.J 'Quite 
simply the most technically awestyme gartn: Uithruin have re/ea.&rx)'." 
fPersCompH-ews} iJfCh" O-fi KEYS. fUft/matel CASSETTE £9,95 

j| p AT I V IVl Y “Prfjbably the OTOsf compreherrsfve 
V^VJ/VlD/^ I L T 1^ rea/tifne battle .simuiation priygram 
ever written for a home computer ... it j.s iwrrfi ei-ory fnfi'Tdjfe. " 
(PefsCompToday) "It you want a comple.x, rhalleng/ng strategy game, then this 
is a rMu-sf." r'HooteCotnpTVAfy) Air-to-ground batTie sjcmytalion as you fty your 
Lynx hc>tifr>ptf!r. Realtime combat, a game tan Iasi 5 hours! 4 skill levels: .^0 
re-deiinablK command keyi. SAVE HI-SCORE TABLE. STICK OR KfVS. LDif;ilalJ 
CASSETTE! £8.-15 


A"f"U| IVI double-sided tape has deservedly 

U t I I 11_ VJ^ IN been in the charts lor ages and now il's on 

Ibe AmslTid loo. It is asinnishing valoe^lor-money as well as e.xciling. Compete 
in len dilfitTrenl held and Iratk sporting e\eft1s: good screen display and great 
anirtiilion of you, Ihe athlete. You see (he number of attempis, points scored,, 
world record, qualifying (imp and distances. The crowd are encouraging! A 
[ lassie joystick waggler. STICK NEEDED. lOteanl CASSETTE £8.95 

STEVE DAVIS SNOOKERfh^zr 

life' ball movement Is unmatchable. It s certainly better (han anylhingelse we've 
seen for any micro. Normal snooker rules. You can reset previous shot, define 
spin accurately, nominate cirlour. Inlinitely variable speeds. Higheht break table. 
1 or 2 playms. STICK OR KEVS. ICDS) CASSETTE £7.95 

I A P 1^ have been looktng for a ward processor, 

I V V V-/ L/ therj look no further ... jo exceiient program." 

(Crashj "ExpSained yeci- cleariy, wfth excellent se//'feachfng fuforiafs ... a 
compfchcnsivi- and user-Crrendty package tor both home and professj'ema) os*? 
... highly racornmended fHcnneCcumpWKfyJ TASWORD is the best word 
processor for your Amhtrad. Te>r( is printed just as i( appears on-scccen. 
Impressive list of fyalurys and helpful manual, TASWORD 464D tdiskf ver.'^iLjn 
includes NEW ntailmerge faedity br personalizing standard letters and ust^si 
larger memcjry well. N'O ST ICK. ; Tasman.! CASSETTE £J9.95 DISK £L^4.95 


1^ A U 'QT A I? '"fhe graphics and .titereo .sound are spectacuiar 
L^/\IVIV J I /A I\ and conwbr.ffTg ... the whoie action i.s fastr 
smooth and we)) orchestrated ... A LEADER iN SPACE^FLICHT SlML)LATtO.N'S." 
fAmstrad User) ' !r\.‘ ,/S f may, f can'f fltrnk of a boffer arcade game." 
jPersCornpP'tiiwsi lf it moves, shoot it; if il's square, fly Ihrough il. There are 15() 
sectors in the g^lasy ^rnd si^ skill leveis. CUSTOMIZE feature Felsyou personalize 
(he game. N'O STICK (DesignDesign) CASSETTE £7,95 


STRIP POKER 


'■■'fveo iv-jf/jOiLr) the .strip feature, this game 
would still be very cr^rnpu/s/vf;'... Dm scene 
where the gid renmvus her dress rs very we)) done ... the moinvneDrs are all 
naiurai and the eifet t is ijuite convincing."" (Amsttad Use} A very well animaied 
game o( 5-card draw poker with some of the biggesi animated graphicb you have 
ever seen You can raisp, stand, fold, or bel but you cannol cheai. .VlINDY. 
modes! Mindy Is your upponem. Be careful of her bluffing. .Mind you, she 
doesn't always bluff... NO STICK. |Knigh(softi CASSETTE £d,9S 


EMERALD ISLE 


'"Allyou iot out there n'ffh fiv/sfed mfod.'; 
arid pienty ctf lime cjn your bands are 
going to love this." tArnslrad User) 230 beau I i fully drawn local tons, plus over 'JflK 
[]f well-WTiden (esi. 1 full-Coiour postftrsi free and cloe sheei available. An 
asldninhinghargatn and a great graphic ad venture t NC) STICK (Level 9) CASSETTE 
£6.95 


JLil V Kj I "Quite exceptional va)ue ... the first 

r T 111 T I VJ rI It af/ordaWe program suite ... I strongly 
recommend beginners get this first." (PersCompNews} 4 programs on one (ape, 
all Wtirking Vi'ith Epson-compatible printers, WORD PROCESSOR: DAT.AEASE: 
SPRtADSH.EET; GRAPHICS, T he perfecl introduction to these classic program;,. 
NO STICK (Database) CASSETTE £5.95 DISK £9.95 


MACHINE CODE TUTORS:: 

interactive computer teaching pat kage - the best t've corrie across in any field."' 
fFopCorjipVVIf/yJ '-We)) thought-out, af^stheiicalfy pleasing and fas far as ! could 
tell} hug'proof and crashproof ...an e.xcellent idea, well-executed." {Carnpuiing 
Today) Over 70K of rfafa loads in 4 parts from 2 cassettes, with l(’;,sor>!> and 
e>iercrses lo leach you complete machine-code. Clear, hr-lpful manual. NO 
STICK (New Generation) TWO CASSETTES £14.95 

KA AQTFRr^AII^ 

i U-IW-i/ALV- ‘Tlj^T use ... ifre maifTira) )s by far/)rr' 
best." fPvpCompV\/"kiy) "There is a profe.s.sic}nal feel about it which makes it 
stand out from the rest." {PersComphiews} The perfect spreadsheet for tfie 
.Amtirad. All m.'code. Up to 3,MO cells. 0- ? decimal places. Variable colurnn 
Vi'ifj(h. InserU'erase column/iow. GR.APfTJC RAR CHARTS. Hi-res screen copy witFi 
Epwin-compalible printers. NO .STICK fAmsoftl CASSETTE £24,95 DISK £29,95 

kjl A C T E D CI I E t-eal tarjdmark in te.rms of' qeatfty and pore 

rVliTnJ I Ih |\ I I LiLi ... w-jfifTOuf question the best . presenfaf/on 
fs superb ,, i,ve))'Wr)t)efi rriartua) makes learning the program very easy 
(PopCompWkly) Therrrosi fte.>iib{e, most sophisticated (ding system yoiii tv/)) find 
for the CPC'^h^.^fth-i. .All m-code and now with rolatfonai (de.h. NO S'fiCR (Amsofti 
CASSETTE £24,95 DISK £29,95 


VISA SPEEDYSOFT EUROCARD 

ACCESS Ot-789 8546 (24 HRS) MASTERCARD 


POST TO: SPEEDYSOFT |.Amuj) 

H7 HOWARD^S LANE, LONDON SW15 6NU, ENGLAND. 

fnr catalogue ONLY, senri £'l cash, Refunidf?d with your first order. 

I own jtn AM5 TEj'\D. f enclose a chequeT’O pavable to Speedysoft 
OR charge my VISA.'ACCESSTUROCARD.'MASTERCARD 


No. 


dun n nrt 


Signature: Expiry D^te 

Please wriie clearly. If we can "I read il, you wool gel ii. 
Name: 

Address: 



Postcode: 

PH ON E NO: I f an y, i n case o I qti o ry 


Program Name 

Cass.'Disk 

Price 



















Poslage^ Packing L,iKadd Tapper order 

E u ro pe ADD £1.00 pe r prog ra m 

0 lUsi d e E u ro pe ADD £1.30 per prog ra m 

Tolal Order 


























































Moon Base Alpha. 


By Martin Adams 

It is a race against time. The solar flares are coming, You 
are trapped on the moon and must manoeuvre the 
radioactive stores to the safety of the underground bunker. 

Your only hope is to build the radio tower before the second 
flare hits. Unfortunately the radio tower is covered in the 
radioactive cells. To move the cells you command a small 
spaceship, fuel is limited so time has to be spent refilling 



from the tank. The design of the tower is complicated and 
you will need to study the map. 

The program works with either a joystick or keyboard 
controls. Hazards include running into walls and fuel cells 
and an explosion caused by dropping the cells. You only get 
one life so be careful. 



















































































ilEH 


EEH « Hoan P^seALphd ^ 

30 flEn * by N^rtin JtdiHS * 

40 flEH * ^ 

50 flEM * * 

69 fiEH * ^ 

70 flEH * * 


30 flEM *****'int**inr*'mt»*'inr'*t#frintn'i'»* 

90 ntn 

10S fiEil *■»* in3t)Blisat>oii coL<J 
110 RE« 

IfS PEFINT a-p^r-? 

130 nOOE 1 

U0 IHK fl,0£&(lRE)Elt ^iP6?n B:M»( 1,£4:IN 
K ?,Z6:lKl 3,15 

150 LOCATE 1J,12:PflINT"HoflFi Baa? Alpha" 
1^0 FDR i=1 TO 30f0:NEXT i 
170 DIM scpret[10],naH(tSnfl] 

16# rQck^U;gTM?7:52sUl:g3-2S1 
190 Upj = 7J:4(funj = r3jl?Mj-Ti!fig-htj = 75lI 
jftj = 7(li 

200 upk=0:d«vnh = 2:lie’f ti( = B:rightk.-1: Lif tk 

;;9 

21# STHeai fSI,60,124,255,255,255,255,25 
5,103 

220 SIFUSOL 252,31,i3,127,225,127,43,31,0 
2J0 SVHBOL 253,255,255,255,195,255^253,2 
55,126 

240 SmOL 254,240,252,254,1 35,254,252,2 
4B,0 

250 S7NB0L 255,0,0,0,240,240,0,0,0 
24# OOTO 330 
270 REH 

200 REN 1 A-4"A"4-t*# pla)' agaih? AAAtAAAAAlt 
290 ND&E 1:PEN l£pl!lNt "vgpLd y4u Lik« t 
0 play again (y/nJ2" 

300 EF NOT INKET(441 THE# CALL tBC02:BOR 
DEB 1:PAPER 0:P£N 1:CALL 4#B03;CL4:E 

ND 

310 [F INKEH43} THEN 300 
320 REN 

330 REN 'AAt* irt5truct1gns +AAt*** 

340 REN 

350 CLSiPRINT" Tou ar& a acitnte efficsr 

and have bean''; 

360 PBINT:PRiNT"pdSted td N^pn Baaa ALph 
a< A Large sdLar"; 

370 paiNTtPRiNT-'fLare eruption is i*aine 
ml and Ihf" 

3S0 Pfi|Nr:PRTNT''situation is tritital." 
390 PRlHTiPRINT'' Tpu auii finiih fruiLdin 
g the radio" 

400 PRINT;PR1#T"tovfr and aove the store 
5 ecgvipRent" 

410 PfitNT;PRINT"!nt* the bvnAer betpro I 
tie 2nd f La re" 

420 PRINT JPRIHT“hit5,'' 

43# PRINTiPRInT" Tou tan only survive tli 
e flares in the" 

440 PRINT:PRINT"bunker ao Keep a yatch a 
n tihe tvd stage" 

450 PIHNT:PfllNT"radiation alarp»,'' 

460 L0CATE 20,23:ffi1NT"60OC LWCK." 

470 B9^UB 4420 

4d0 PRINT" Tour cantroLi are shown beloy 
and you can use lilher )gyjtick or 
Cursor keysi'* 

490 PRINT:PfiiHT " [HS5£242)-" to eoue 

ship left*" 

500 J^RlNTiPRINT " C«fii(243);" to aove 

ship right." 

510 PRINT:PftINT '• [HfiS(24#);'' to iioue 

ship up." 

52# PRINTiPRIhT ” tHRSC241);" lo Nove 
ship down (free faL D." 

530 PRINT:PH]NT" copy/fire to operate gr 
abs." 

540 PHINT:PRInT" i td operate engines." 


5 50 PRIlfT;PRINT'^ d to operate banter doo 

f." 

560 PRINT:PRINT'* p to dispLay plans*" 

570 PftlNT:PRlNT''Note- when refueling syi 
tcb engines off." 

580 EDSOB 4420 
590 REN 

600 REN **** inftia Lisation uar* »A*ee 
6T0 REN 

620 DIN streent4#,25] 

630 score=0r5Coret=0tscore2=0:5coref=0:c 
Dunt=2 

640 tTteout^#;yeUdu=0;Ofange^0:aLar»dtL 
ay=3 

650 erigines--1 :upfLag=0:grah="1:shipend- 
0jpbiectei:pLpde=0j outside-# 

660 velocity^BrobiveL^OiobjieetupfLag=1 Ed 
bjeci:type-0;*axvel = 3 

670 aUve=lttileslrand'-24;done-0:ctieest 
5##taLarftz0!dddr>1sia9ifueL±1000#;fue 
L-9000 
680 REN 

690 REN tAAAA scene set up ******* 

700 ELS;(iP5VB 4#60 
710 REN 

720 REN **** object set up ***** 

730 flbjy-19iF0R pbjy-19 T6 25 STEP 2:SOS 
UB 237#;NEXr objx 

740 dbiy^lAtobjx^20E66SLI0 234#2Qbj!j = 24tB 
OSUB 2340 

750 obiy=17:FDR ohji^t? T# 25 STEP 4:fiOS 
UB 234»:NEXT objx 
760 dbi^=19:objy-15:60SUB 234# 

770 dbiy=l6JfDR 0bj!i=17 T# 25 STEP 2:fi#S 
UB 227#jNEl'r obin 

780 dbiy=24 5 fDR dbj!i = 6 TU 12 STEP 2:tUSLJ 
e 2460:NE)CT objn 

790 objy=23:FDR objx=6 TO 14 STEP 4:fiOSU 
B 234#;NE)(r objn 

300 Qbjy=22:rM objx = 7 T# 1J STEP 2:6USU 
6 2460:NEXT objx 
61# objx-l4:objy=24:C0SUB 2270 
62# objy=21:obix=7:E0SUB 227»:obix=10rGO 
SUB 2340 

B30 objy-l7:objx = 19!G0SUB 2460M:)bjx^23;B 
OSUB 2460:objx^13:obJy=21:G#SUB 2270 
64# □hj*=23:obiyM5:6CiSUB 2460:objKs25:G 
OSUB 2460 
65# REN 

66# REN ***** ship place ****** 

670 PEN 3:3i;=21:y=24:61:15118 1320 
660 REN 

690 REN ***** panel set up ***** 

900 BDSIFB 32#0:Bi)SUB 3#00 
910 REN 

920 REN **** engine and aLeri sound set 

up **** 

930 EVERT 25,1 66SUB 2880 
940 REN 

950 REN ***** lain Loop ***** 

960 IF NOT INKEY(27} THEN OOSUB 4560:G#S 
UB 250#:REH plans 
970 eOSUB 1180:REH siiip control 
960 IF engines^t THEN IF grab=1 THEN tdn 
e=170#-gbjecttype*50#jfuel=fuel-10*a 
bjecttype ELSE faeL=fiiiel-5JtCine=11#0 
;50SU# 217# 

99#-lF fuel<0 THEN fueL=# 

10»0 IF fueL>0 THEN 102# 

1010 engines^-l: IF x<>37 OR THEN SO 
SUB T540ieosUB 3270:]f dane=l THEN 
Ehi(send = 1lCLSjPRINT"Toa ran out of 
fuel, uere stranded ind":PRINT:9filN 
T"perished when your life support s 
yBteas"iPfi[NT3pRl*t'“f ai lied*":&DT0 1 
130 

1020 IF engines--1 THEN upflag=0 
1030 IF upflag=fl THEN G05UB 166#:REN fal 


L chuck 

1040 IF shipend-1 THEN GOSUB 3750 tGOTO 1 

130 

1050 fueLiPvg = 0 

1060 IF !( = 37 THEN IF y=3 TttEN IF engines 
>-1 THEN fueLing*1ibUSUB 2950:REN f 
ueL load 

1070 tOSUB 154#:REN panel update 
10BB ctiie = cti«e-1 ;IF cti*e>0 TNEN 95#:R 
EN Lo-op bact 

1090 yeLl*u = 0jorange-0scount=count-1 
1100 FOR 1 = 1 T# 20;IIH( 0,24:FOft t=1 TO 2 
00:llEn j:lNK #,0:NE)tT i 
1110 GOSUB 362# 

1120 If siiipertd=0 ANt cf>unt>0 THEN ctii 
e=1500;6UTa 95# 

1130 GDSUB 446#:FDR i=1 tO 50##:NEXT i 
114# GOSUB 348#:G0SUB 331#:REN caLouLate 
i display stores 
115# ERASE screen 
116# GOTO 2B0:RE11 play again? 

117# REN 

116# REN ***** ship control ***** 

119# IF engines=-1 THEN 1240 
120# if NOT INKErCupj) OH NDt iNKEfCuptl 
THEN tfelocity=0:IF upflag=0 TNEN u 
pfiag^lcRETURN ELSE direct1on=1;G0S 
UB t400;GOTO 1260 

121# iF NOT iNKEYCdounJ} DR HOT JNICEYCdO 
unk) THEN upflag=0tdirectlQnE2tIF g 
rab=-1 THEN 60SUB 1400:9£TURN ELSE 
RETURN 

1 220 iF NOT INKETdeftj) OR NOT INKEYlLe 
ftk) THEN velocitys0:upflag=1:diret 
tion=3:#OSU0 14#0:«oro 1280 
1230 IF NOT INKETtrightj) DR NOT IHKEYlr 
ightk) Then veLority-0:upfLag-1;dir 
ec 1500=4:605116 14##:GDro 1260 
1240 IF NOT 1NKEY(?1) AN6 fuel>0 THEN e 
ngines-engines*'t:60Slj8 4380:SETURN 
1250 IF (HOT jHKET(Lifti) OR NOT INKET(l 
iftk}> And screen[x,y*1J>0 and sere 
epitx,y+1 ]<4 THEN grab*grah*"‘ltpbjec 
t type-screen [K,y+1] :obi*=!i:dbjy=y+1 
:SOSUB 436#;RETURN 

1260 IF NOT JNCEY(61) THEN BOSUB 3960:RE 
TURN 

1270 flETURN 

1230 IF grab=-1 THEN NETOIIN 
1290 IF directionC^2 THEN objueL‘0:eOSU& 
196#:RETURN 

1300 SOSUe 196#:RETURN 
1310 REN 

1320 REN **** ship dray ***** 

135# LOCATE j-1,y:PfllNT (;HftSC252)*CHRi(2 
53)fCHRS(234i; 

134# RETURN 
135# REN 

136# HEN ♦*** ship delete ***** 

137# LOCATE K-1 ,yjPI! 1 NT" 

136# RETURN 
139# REN 

14## REN ***** ship iove ****** 

1410 PEN 3:60SUB 1360 
1420 OH direction GOTO 1450,1450,1470,14 
90 

1430 IF streenC»-T,y-1]>0 DR 5Cften[y,y- 
1]>0 DR streen[jf*1,y-1]>0 THEN 1520 
1440 y=y-1:tOIO 1510 

1450 IF screenta-1 ,yt-1 ]i‘0 ofl screen[x,y* 
11>0 OR 5creent!! + 1,y+1]>0 THEN 152# 
1460 y=y+lTGOTO 1510 
1470 IF 5crfentx-Z,y]>0 THEN 152# 

1480 i! = s-1;50TO 1510 

1490 IF screenEx+2,y]>0 T#EN 152# 

1500 !! = l*l 

1510 SOSUB 132#:RET URN 
1520 shipend=l:RETUftN 
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Thinking software? 

... think Tasman 


TASPRINT 464 The Style Writer 


A must for dot-matrix pnnterowners! Print varying from t^e futuristic DATA-RUN to the 
your program outputard listings in a choice of hand-writing style of PALACE SCRIPT, 
five impressive print styles. TASPRINT 464 TASPRINT 4B4 drives the dot-matrix 
uti lises the graphics capabilities of dot-matrix printers listed below and car be used tc print 
printers to form, with a double pass of the AMSWDRD/TASWDRD 464 text files, 

printhead, output in a range of five fonts TASPRINT 464 gives your output originality 

Five impressive pnnt styles for your use and style. 


n&i 


COUPflCTA " bold and heavy, yood for emphasis 

DflTfl-WiW -• fi FUTUftIBTiC SCftJPT 
LEL'TURrI - clean and pleasing io read 
mmm ^ a serious business~like script 



Typical Tasprint output. Please note that different makes of printer produce different sized output. 


TASCOPY 464 The Screen Copier 


A suite of fast machine code screen copy screen copies printed onto two or four sheets 


software for the CPC 464, Print high- 
resolution screen copies in black and white 
and also large 'shaded' copies with different 
dot densities for the various screen cotours. 

TASCOPY 464 also produces "poster size’' 


TASPRINT 464 and TASCOPY 464 drive 
the fallowing dot-matrix printers: 


which can be cut and joined to make the 
poster 


TASWORD 484-0 

The Word Processor wWi maH merge' 


This IS the new Tasward especially 
developed to utilise the capabilities of the 
CPC 464 disc dnves, The addiDonal facilities 
include a larger text file size and automatic on¬ 
screen disc rfirectones during save and load 
operations. A major new feature is the mail 
merge facility. This gives multiple prints of 
your standard letters, forms etc., with each 
copy containing, for example, a name and 
address automatically taken from a disc file 
containing the data. This data can be entered 
using Tasword 464-0, or created using the 
Masterfile Program Extension package. A 
powerful and useful conditional pnntlng 
facility is included - parts of a document can 
be printed according to user-specified 
cntenan Tasword 464-D will only run an, and 
is only supplied on, disc. 

TASWORD 4B4D di^ £24.95 


TASCOPY464 
The Screen Cop 


QQ 

ler faviWU 


TASWORD 464 The Hhird Processor 


"There is m Oerter jus^iftcation for buying 3464 i:}\ao 
program " popuuw coNpjiihGwEttLY pitMweEfi i9$4 

Your 454 becomes a professional standard word 
processor wth Tasword 464. Supplied conrtplete with e 


AMSTPADDMPI 
EPSON 
EPSON RX^O 
EPSON MX-BO TYPE III 
NECPC^0238-N 


MANNESMANN 
TALLY MT-BO 
STAR DMP 501/515 
BROTHER HRB 
SHINWACP-BO 
COSMOS-00 
□ATAC PANTHER 
DATAC PANTHER It 


TASWORD UPGRADES: Tasword 4B4 and 

Amsword owners: send your onginal cassette c^prehensive mgrual^^^ a^^seije wNch ccncains 
or disc [not the packaging) as proof of 


purchase and £13.90, Your original will be 
returned together with Tasword 464-D 
an disc. 


both the prograin and TASWORD 464 TUTOR. Thus 
teaches you word processing using TASWORD 464. 
Whether you have serious applications or gimfrfy want to 
learn about wood pnocessifig, TASWORD 464 and the 
TUTOR make it easy and enjoyahla. 



TASWORD 464 


gassetta £16,96 


Available from good software stockists and direa from: 



! SOFTWARE! 


Springfield House, Hyde Terrace, Leeds L52 9LN. Tel: (0532) 438301 


If you ± [uc Msnt; III CUE thg magazine: voir oi^r 

SDsEta: 

TASMAN SOFTWAfiE, clepc. CPC, Spnngtierf Hoifie 
HydETEfrace, LeeiS LS?9LN 

I cnclDse a chaque,'P.O. made j>avable: tio Sdtwacg Lttf. 

Dn Uiargemiy 

•ACCESSiVlSA r>jmber_ 


ITEM 


F^^ICE 


TOTAL £ 


ADDRESS 


Eiend me the free Tapman brochure daacrtjing 
your pfoduas ftr I3S .Amstrafl CPC 464 




tckhere 


□ 



























































1S3B 

15*0 tlEPI p4n>el update ****** 

15S0 PEN 1 

1560 IF fii»i1ng>:0 TM^N 304fl^A£n fu 

e^ptyiFig 

1 570 LOCATE T7,1:IF (nglflts"1 THElt PSINT 
CHRt043); ELSE PRIHT*' 

15S0 LOCATE £5^1:IF qrah=1 IHEN PltlNT CH 
ELSE PRINT" 

1S90 IF ctiff-99 THEN yeUow^l 

H00 IF = THEK yftli,fl'U=0Sflrartg5 = 1 

1610 LOCATE 33^1 

1620 IF cti4«^S0 THEH PEN 3:PRINT CHRSIl 
43);:«OTO 1640 

1630 IF cti«f<l00 TOEN PEN T:PRIOT CHRS{ 
143); ELSE^ PRINT'' 

16*0 RETURN 
1630 REN 

1660 REH ****** ship taU ****** 

1670 PEN 3:IF grab='1 THEN 1700 
16S0 IF scrtanCs-ln>0 OR scr#an[)(,y+ 
lj>0 Oil iCfeen[j!*1,y+T]>0 THEN If v 
«lDcitr>Naxvfl THEN 17?0 ELSE RETUR 
H 

1690 OOSUB t360jy-y4l S6DJU0 Uflivetpcit 
y=v( l4city*1nfiETURN 
1700 ON otjje-cttypfl SOTO 17l0j1750^17li 
1710 IF 5Gr«?nCs-l,y4l]?0 OR g,creenty^y+ 
?]>0 Oil scrftft[i*1 jy4l3>0 THEN IF y 
elocity>Naxval THEN 1790 ELSE RETUD 
0 

1720 OOSU0 I36fl;y-y4l:OOSUB 1370:veLDeit 
y=velQcity4l :sH:reen[obj*jPbjy]=0:®b 
)y=abjy+1 

1730 IF pS>i<«ttyi>«=1 THEN OOSUO 2270 ELS 
E EOSOB 2460 
1740 RETURN 

1750 IF screenEs-f^y+2]>S OR icreenCx^y* 
25^0 OR i£f«en[i+1,y*2]>0 THEN IF V 
eLoci ty>aaxyf:L THEN 1790 ELSE REtUR 

N 

1760 eosOB 1360;y=y+1:OOSU0 1320:velocit 

yrijiftaii t y4T 

1T?0 FOR 1=obj*~T TO obixfl:screen[t,ahj 
y]?'0;NEIT i 

17ftO Qbjy=gbjy4t;ecisue 23Sfl:fl£TURN 
1790 shiptnd^liRETURN 
1800 REN 

IBIO REN ***** iiploBian ***** 

1820 PEN 3:eftginei=-l 

1130 IF xe<4 THEN se=4 

1840 IF xe>J7 THEN xfi=37 

1850 fOR i=l TO SeFOR j-ye-1 TO ye+1 

1860 LOCATE ne-SJjPfilNT SPACEt(7}; 

1870 FOR U^l TO 1O0:N£!(T d 

18S0 SOUND 1,200,5,15*0.0,15 

1890 LOCATE se-3 J: Pfii NT".:: s E i 

1900 NEXT ji;NEXr 1 

1910 FOR /='yS“1 TO yc*1 

1920 LOCATE Ke-5,i:PRINT SPACEK?!; 

1950 ^creanExs-S,j]=0:scrtinE!ia-2,j]-O;s 
ire'enCie-1^j]=0:screenr*#,j]!=0E5cre 
enCi!a*1,j]=0:5eP'&enCxe+7^i]i0:tc£ai 
n[xe43,J]=0 
1940 NElfT j 

1 950 fnflin(!&=-1:yel lev=0:or&r>ge=0 
1960 RETURN 
1970 REN 

19S0 REH **** objfct aove **t* 

1990 IF obi€Cttypa*3 THEN PEN 5 ELSE PEN 
2 

2000 ON Dbjgcttype GOTO 7010,2100.2010 
2010 OQSUB 2310:ON direclion 40TO 2020,2 
030,2050,2060 

2020 Qhjy-Qhjy-ligoiO 2040 
2030 Qh|y-pbjy+l 

2040 if 6biectlype=1 THEN GOSUN 2270:RET 
URN ELSE GOSU0 2460:RETVRN 


2030 Qhjx*abjx~l:GOrO 2071 
2060 obja-objx*! 

2070 LOCAtt i:]bJx,QbjyMT «biectTypt=1 TR 
EN PRINT CNIISI 42 ); ELSE PRINT CHR 6 ( 

2080 If SGreen[!&bjx.objy]>0 THEN stipend 
=1 

2(I90 screentobix,objy3=ofejecttype:RETURN 
2100 GOSUO 2410;0N directic^n 80TO 2110^2 
120,2130,21*0 

2110 Qhjy=&hjy-1:G0T0 215# 

2120 Qbjy-Qbjy4t:GOTO 2150 
2130 objx-objx-l:JF scre-E-nCobjx-l,{thjy]> 
0 THEN shipend*t:GOTO 215# ELSE 215 
0 

2140 □bji! = pbjii4l- IF 9?reen[objx*1,0'b'iy3> 
0 THEN slvipend*1 
2150 GOSVO 2350:RETUIIN 
2160 REH 

2170 REH ***** object laU ***** 

2180 PEN 2:0N objecttype GOTO 2190,22)0, 
2190 

2190 IF c^bjvel>HaxveI AND screenCobix,{>b 
jy+13>0 THEN 22S0 

2200 IF sci'eert[obj!i,gbjy4n>0 THEN RETUR 
N ELSE 60SUH 2310 

2210 objy=obiy4l:IF objEcttype=1 THEN GO 
S0O 2270 ELSE EOSUS 2460 
2220 0bjyeL=6biyBl4l;RETURN 
2230 IF £Cireen[Qbjj!'1,pbjyt13>0 OS scree 
nEobjx,fibjy4ll>0 08 $creen[abj]i4l,C! 
bjy*1]>0 THEN IF objvei>>axveL THEN 
2250 ELSE RETURN 

22*0 80SUB 24?0:Dbiy-Dbjyt1:GOSl!lB 2350:o 
bjveL-Qbjvel+tiRETURN 
2250 SOUND 1,200,100, 15 ,0,0,1S:xe-obix:y 
e-obj y:GOSU0 1S10ishipend=ltabje6te 
xplode-liRETlfRN 
2260 REN 

2270 RtN ***** objeet 1 draw **** 

2280 PEN 2:L0CATE objx,objyiPRINT CHRS(g 

2) ; :5creentcibjx,cibjy]=T 
2290 RETURN 

2300 REN 

2310 AtN ***** *bjett 1 8 3 deLete ***** 
232# LOCATE oh j S! ,Qh jyjPRiNT' iscreenCff 
bj x.objy]=0 
2330 RETURN 
2340 REN 

2350 SEN ■*■*** object 2 dray ******* 

2560 PEN 2:L0CATE objx-l.objyiPRlNT CHRJ 
f127MCHR$(233)4CHRf(127>; 

2370 FOR ifl=cib}i-1 TO pbix*1;screertfio,o 
bjy]=rock:NEXT io 
258-0 5creenC'Pbjx,iDbjy3=? 

2390 RETURN 
2400 REN 

2410 REH »*** object 2 delete ***** 

2420 LOCATE *bix-1,bbjySPRINT SPACESIl); 
2430 FOR i=objX“1 TO tjbjm-ltscreenti.^bj 
y] = 0:NE]fT 1 
2440 RETURN 
2450 REN 

2460 REN **** dbjett 5 dray **»■* 

2470 PEN 3:L0CATE obi!i,cibjy:PRINT CBRSlg 

3) ; :5creeriEob]x.objy]=3 
2480 RETURN 

2490 REN 

250# REN ***** display plans **** 

2510 CLSeGOSUB 4060:PEN 2 
2520 LOCATE 6,24:PRINT CHRiCg2)t" “tCHR 
S(fl2)+" ''4CHRSt92}; 

2530 LOCATE 6,23:PR1NT CNSS(127)4CIIRSI23 
3)+CHR(l1273*CttRICs2)*CHfiS(127)*CJfR 
tI233J*CltJISCl27); 

2540 fn j=22 70 B STEP -2 
2550 LOCATE 9,j:PRlNT CNHSCfS); 

2560 LOCATE 8,j-lEPR|NT CHRK127HCHRS(2 


33)*CHSSC127}; 

2570 NEXT i 

25S0 LOCATE 20,16:PRINT CMRSC127)4CHRSI2 
53)*CNSt(l27); 

2590 PEN 3 

2600 FOR 1-20 TO 28 STEP 2:L0CATE i,24:P 
AINT CllRt<$3)|:HE](T i 
2610 LOCATE ZB,23:PRINT CHRSCg3); 

2620 LOCATE 2#,15:PRH(T CHR*f2S2)+CHRtl7 
53}4CIFRtI254J; 

2630 PEN T 

2640 LOCATE 3fl,22:FRlBT" 

2650 LOCATE 1.1 :PRINT’'press spac# bar td- 
cpntinue" 

266# LOCATE 2fl.4:PRI»lT"fUEL BASE." 

2670 LOCATE 21,22;PRINT"BUNKER"; 

268# LOCATE 29.23:PRINT"-STORES''; 

2690 LOCATE 11.11:PRINT".TONER"; 

2700 If INKETC47) THEN 2700 
2710 GOSUB 2740 
272# RETURN 
2730 REN 

2740 REH ***** reflenerate screen ****** 
2750 CLSiGOSUB 4060:REN scene set up 
276# GOSUB )?00;REH panel set up 
277# GDSUB 1540:REH panel display 
2780 fOfl i=1 TO 4O:F0R J=2 TO 25 
2790 ON screenCi.ji GOTO 2810,2820,2830 
2800 GOTO 2840 

2810 PEN 2SL0CATE i,j:PRlNT C0liS(a2); :G0 
TO 2040 

2820 oxt=Dbjx:Qyt=Qhjy:gh]x-ijgbjy-jiG05 
US 2350:Dbjxs!3xt!ebjy=eyt:Gl)TO 284# 
2830 PEN 3:L0CATE i,j:PRlNT CNetl93); 
2840 NEXT j:NEXT 1 
2850 PEN 3tgosU0 1320 
2860 RETURN 
2870 REH 

2880 REH *** enifine sound sub ****** 

2890 IF engines-! THEN SOUND 2,tone,50,4 
2900 IF yeUPH^^O AND orange=0 THEN RETOA 
K 

2910 IF alarBdelay>0 THEN alatidelay-ala 
ndelay-l:AETURN ELSE aLarta8eLay=5 
2920 IF yeltoM-l THEN SOOHb 4,400,50,12: 
SOUND 4,510,50.12 ELSE SOUND 4,20#, 
50,13;SCiUHD 4,100,50,12 
293# RETURN 
2940 REH 

2950 REH ***** refueling ***** 

2960 IF fuel''*a<fuel THEN fuel-fueI*100 
ELSE SOUND 1,150,5,13 
2970 GOSUB 3000 
2980 RETURN 
2990 REN 

3000 REN **** fuel gauge filling ***** 
301# PEN 1;L0CATE 7,1:PRINT STElNAlliNTl 
fueL*5/a.aifuel),CHRS(154)); 

3020 RETURN 
5030 REH 

5040 REH **** fuel gauge eii^tyin-g ***** 
3050 PEN liLOCATE 7^1 
3060 IF fuel=0 THEN PRINT SPACES!5)j:GOT 
0 3180 

3070 ON fuet7aaKfuel*10 OOTO 3080,3090,3 
100,3110,5120,5130^3140,3150,3160,3 
170 

308# PRINT CHR8C255)+SPAC£SC4);j50T0 518 

0 

3090 PRINT CHflSf154)+SPACESC4J;;G0TCi 318 
0 

3100 PRINT CHASM54) + CHRS(255)+SPACES{3) 
;:GOTO 3180 

3l10 PRINT STPlNGS(2,CHHtl154>)*SPACE$(3 
);:GOFO 3180 

3120 PRINT STRlN06C2,CHJIsn54))4CHRS(255 
)fSPACE4(2) ”gOTO 31S0 
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3130 PAINT STIHltGJ(3,C(lt!S(154)>+SPACE((i 
>;:«OTG 51fl0 

3ti0 PRINT JTAINGS(3,CNfiJt134>)4(HRStf55 
>+SPACE4{1i;:COTO 3180 
3TS0 PfilNT JTi!INGtt4,CHRt(154n4SPACElM 
>;:GDT0 3130 

il60 l^filNT STRINGt(4,tHRttl54J)*CHfti{253 
);:GCT* 3180 

3170 PRINT STRINGK5,CHR$(154J); 

31B0 RETliiRIf 
31REN 

32flfli REB ***#* pBnet stt u|i 
321# PEN JilDCftTE 2,1:PfflHT"fUEL"; 

32?» LOCATE 13,1tPR|NT"ENS"; 

3230 LOCATE 19,liPR|Nr'SNABS''; 

3240 LOCATE 27,ljPRINr"ALARI1''; 

5250 RETURN 
3260 REK 

3270 REn stranded delay **** 

3230 IF tiiestrand^O THEN tiaestrand^tin 
estrand-i ELSE dQne=1 
3290 NETURN 
3300 REN 

3310 REN »*t*# display stores ^fr****** 
33?| CIS;CALL &BB#3 

3331 INPUT "yhat is your naae '^^ftaieSma 
iie$=LEFTl{ina>eS^9>;CLS 
334# fOff i=10 TO 1 STEP -1 
335# IF scoretEi] > score THEN NEXT i:Qg 
TO 3410 

3360 FOR TO 1 STEP -1 
3370 teKpscDre= scoret [ j ]; teipnaieMnaaet 
t[i3 

3380 $'CofetEjJ'Seore:naiett[j] = naiel 
3390 stnrB^teipscore:naieS-teipnaaeS 
3400 nEKT j 

3*10 PRINT" naie"SPAC£«r);''scpre"iPRINT 

3*20 FOR 1^10 TO 1 STEP -1 

343# PRINT " '';rifl*elStil]^scoretriT 

344# NEltT i 

343# GOSUa 442# 

346# RETURN 
3470 REN 

3400 REN scoring **^4*^^#* 

5490 PEN 1:FO# i=19 TO Z9:FOR t=21 TO 2* 
3500 IF scrffl-FvCi ^ j] =5 THEN sc&re = score41 

# 

3310 NEXT JlNEXT i 

3320 CLSiPRlNf'For loving stores you sco 
red ";score:PfllNT 
3?30 FOR i=6 TO 12 STEP 5 
3540 IF 5creen[i^24]=1 THEN scoff2=stDfe 
2*2 

3550 NEXT i 

356# If score2<6 THEN 5core1=&cH3rfl2:GOTO 
3670 ELSE scQrelEStorel4store2:5iCO 
(■ef-t 

357# FOR i=fi TO 10 STEP 4 
330# IF screeft[i,23]=14 AND jfreen{i+1^2 
3]-2 ANO screenLi+2,23]=14 THEN scd 
re2=sCDre246 
3390 NEXT i 

3600 sCorel =5tore145core2: 1F score2<T2 I 
NEN 367# ELSE storef=1 
3610 IF acreen[9,23]=1 THEN fitdre1=5tore 
1*2 ELSE 3670 

3620 IF St6ref=0 THEN 367# 

3630 FOR j*^22 TO i STEP -2 
3640 IF 9creenC9^jij=1 THEN St0fe1 = ficare1 
*2 ELSE 367# 

365# If screenCBjj''1]=14 AND scTeen[9jj- 
1]s2 AND ScreenCII,1-0-14 TNIN SCO 
re1=?ccire1+6 ELSE 3670 
3660 NEXT j 

3670 scO're = scflre4score1 
36S0 PRlNT^Fflr ugrR cn tower ycKJ scored 
■';score1 iPRiNT 

3690 IF 5CDrel=a4 THEN PRINf'For finislii 


ng tuner yuu scored 300":PRlNT:scfr 
re-E CO re + 300 

5700 If Ehipend=l THEN PAINT"For destruy 
iflg sMp you scored: 0" ELSE score = 
sc4re*1##:PRlNT“for sawTFrg ship you 
scQred";SPACfS(6);"10#" 

371# PAlNT:PAlNrEPR|NT"Tour lots! scure 
is";SPAC£S(12);scare 
3779 E05UB 4420 
373# RETURN 
374# REN 

3750 fi£H ***tfr#e ship destroyed 
3760 xe=xrye=yiGasUB 1S1#:G0SU& 4460:CLS 
:PEN 1 

5770 IF Tuel-# THE# PRINT" Tour s-hip ran 
flut of fuel and then'^fPRlNT^PRINT" 
eras6ed/';RETllRN 

5780 IF Qbjecleiplode‘1 THEN PRINT'’Tdu d 
rupped an object, it exploded end": 
PRINT:PRlNT''ihe radiation destroyed 
your s6ip."iRETURN 
379# fRlNT"Tou crashed ypyr shipi" 

380# RETURN 
381# REN 

3B20 REN ■*+**+* ship safe ******* 

3850 PEN f:lf J!C19 OR i>?S OR y<71 THEN 
oufside=1:E0TD 391# 

3640 FOR i=17 TO 3# 

3630 IF screen[iy2#]<rpct OR sereenti^ZS 
]<rock THEN 3910 
3860 NEXT i 
3870 FOR i=2# TO 2S 

3880 IF screenll7,i]Crock flA screen[30^j 
]'!rock THEN 391# 

389# NEXT j 

390# IF count=0 THEN CLS:PRlNfConflratill 
ations your ship survived lhe":PRIH 
T:PRll|!T"sD'lar flares.'':RET6JRH ELSE 
RETURN 

3910 shipend=1tKe=xtyeiy:#0SLIi 1S10:CLS: 
PEN 1 

3920 If oulside=1 THEN PRINT "Tour ship 
MBS caU'Sht outside the Uunker";PRIN 
T:PRlNT"^hen the solar flare occkfrr 
ed and so uas":PRINT"destrDyed.'"tRE 
TURN 

3930 PRINT"The bunker door vas open yhen 
the solar^tPRlMTcPRlNffUre occur 
red and so your ship was";fRlNT;FRl 
ltT"deBtroyed." 

394# RETURN 
395# REN 

3960 REN +*ee# door **’***■*■ 

397# IF door::1 THEN 4000 
396# If y<22 Oft y>23 OR x<29 UR i>!1 THE 
N IF Bcreen[30,22]=# AND scfeen[3#, 
23]=# THEN 400# 

3990 RETURN 

4##0 G0SU8 43&#:door=door*-1 
4#10 JF door = 1 THEN ti 11s=145cf11 la = 14 E 
LSE fiLL$^32ffiLLa=0 

4920 screen[3#,22]=fiUsJscrfenI3#,23]=f 
ilia 

4030 PEN 1:L#CATE 30,22tPRINT CHR^IfilLs 
);:LOCATE 30^23:PftINT CHfiSlfiLlsI; 
4040 RETURN 
4050 REN 

406# REM ***** scene set up ******* 

407# PEN 1 

408# FOR i-1 TO 40:screen[i,1]=rotktscre 
enCi,2SJ=rocl(:LCiCATE i,2S:PR|NT CHR 
SCg1)^;N£XT i 

4090 FOR i=15 T# 2S:screeni[1,j]=rock:L'(}C 
ATE 1,j:PRlNT CHRSC^II;!HEXT j 
41#0 FOR i=2 T# 25:screen[l^i]=rock:scre 
en[:4#,i]=rO-CL:L0'CATE 40,itPRINT CHR 
RIgf);:NEXT i 

4110 FUR 1=36 TO 39:FOR i=2 TO 15:screfln 


[i,iIirock:LOCATE i,i:PRINT CHRSlgil 
JitNEXT j;NEXT i 

4120 FUR i=?7 TO 52:fUfl j=6 TO 20:screen 
[i ,i]=ro-c^:L0C6TE ijrjlPfilNT CHRtl^t 
)j:NEIT jiNEXl i 

4T30 FOR j=f6 TU lerLOtATE 3Z,j:PfilNT CH 
RS(32J;:screen[32,j3=0;NETT j 
4140 LOCATE 3S,!9:PR1NT CttfiSIT+CHRlfg1 
)*C:HfiJIall';jscreenC33^19]-Toct:scre 
enI34,l9]=rock:sereen[35,19]=pijcl!:s 
cfeen[3#j,22]s0;scrfienC5#,23]=# 

415# fUfl TO 243LDCATE 7,j;PRIRT CHRi 
(ut3;:screen[2,j]=rockENEXT j 
4160 LOCATE t6jK24:PRU(T CHRJCglscreen 
El6(?4]=i’ock 

4170 FOR j=T9 TU 24:LOCATE 17,j:PRINT CH 
RJt9l);jscreen[17,j]=rock:NEXT j 
4160 LOCATE 17,ia:PRlNT CHRS(773);:scree 
n[17,13]=rock: 

4190 FOR i=18 TO ?6:L0CAT£ 1,7#:PRINT CH 
Rt{igT); :screeft[i,2#3=rncktNEKT i 
42«« LOCATE 18,21:PR1NT CHfi({220);tscrec 
n[ia,21]=reiek 

*71# LOCATE ia,19tPRiNT CHRi(223)scree 
n[18,19'J = rock 

4220 LOCATE 26,19;PRINT CHR$(222)j:scree 
n[26,19]=rotk 

4730 LOCATE 15j.?4;PRIIfT CHRSt222)j jsoree 
n[15,245=ruck 

4240 LOCATE 16,23:PRINT CNRS(?72J;iscree 
nCl6,23]=racL 

4250 LOCATE U,2*:PRINT CNfiS( 223 ); :sdree 
nC1B,24]=ruck 

4260 LOCATE 3#,21:PRINT CHREluD; :screen 
[3#,21]=ruck 

427# LOCATE 79,21:PRINT CHRS(2213;tscfee 
n[29,21]*roek 

478# LOCATE 29,24:PRINT CHRl(222};:scree 
n[29,?4]=rock 

4290 LOCATE 30,243PRINT CHR*(g1);:scfeen 
i:30,24]=rQtk 

4300 LOCATE 6,25lPRIHT CHR*(U3)LOCATE 
9,23:PRINT CHR$(143)jilOCATE 17,25 
:PRIHT CHR*{1433j 

4310 IF duur=1 THEN PEN 1rdQor=*T:GDSUB 
3960 
4320 PEN 3 

4330 FOR i=36 TO J9:L(1CAT£ ■i,3:PRINr' 
:scr€en[i,33=#;N£lT i 
4340 LOCATE 56,4:PtINT CHRS(1433*CHRJf23 
33t^[HRM1431; 

435# FOR i=36 TO 38i5creenCi,4]M5TR£XT 
iiscreen [37,4]=12:LDCAT£ 39,4;PRIN 
T" :acreen[39,4]=12 
436# RETURN 
4370 REK 

4330 REK ******* delay ******* 

*390 FOR deL=1 TO 50;NEXT del:SOUND 1,20 
0,10,13 
4400 RETURN 
4410 REN 

4420 REN **** space bar **** 

4430 LOCATE 1,75;PRlltT"Press spite bar L 
o cpntinue" 

4440 IF INAET1473 THEN 4440 ELSE CLS:R£T 
URN 
4450 REN 

4460 REN ***** shut dpun ***** 

4*70 engiftes = -1:ye-llow-#rarange=0 
44B0 RETURN 


ACU 
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'SUPtRPOWER- SIDEWAYS ftOMCARDfOR 
THEAMSTRAD 

1 h i4 u nit u p o whole new field of 

j>eJ40rifll ccimputing^ pneviousJj^ only ovqilable 
to owner! of tfie E^t Mitro ond olhe-r top of 
the rar^ge <;ofrtpi/t^fE- 

Rjom based soflware is inslontly avoilable from 
lhe IfcybcKii'd and being written m mothine 
tode it very fast in operoliOn 
The SUPERPOWER SIDEWAYS ROWlCAfiD 
(Rfrf Aid; hot the foliow ing feotu f&i: 
Makhmg Cose, wllb easily detachable cover 
Fits snugly to rpor ol compuler. 

But extension for fitting! of Disk Interface or 
other units. Houses up tOi 7 foreground 
Of bockgtoond Roms ■ ony mix of BK and 16K 


YO 


r Simple seleclicm of progromS f+om Keyboord 

<6AR> Mokleic. Nooddilionol pOwei supply 
necessary. AddiliottaJ COrds COn he 
daisy chpined For fyrlfver capacity. 

HIGH QUALITY BLANK EPROMS AVAILABLE. 
These are 200 nanosecond devices, the speed 
recommended b y AM SOFT 
BK Eprom TZ^’-SiRef AlOJ). 16K £11.95 jRef AiaS). 
UNIQUE INTRODUCTORY Of^R 
Unlif SOth june the SUPERPOWER ROMCARD 
will only he ovoiloble by Mail Ordei We ore 
givirig away a 15K Eprom jworth aver £:10! -^'th 
□II orders received by that date. Moreover,, this 
will contain a TREE copy O-f Micro Power s highly 
ocdaimed ''GhcnjI'S' progrom to demonstrate 
L the instont norhjre of Rom bo&ed Software j 


'SUPERPOWER' ROM BASED SOFTWARE 
A complete range of Rom based piogjoms- it 
under devek?pmen I, releases being planned Of 
the rate of I wo per monlh, starting in June 
Available from June Lst are the Moiling ListtClub 
Membership program plus the Drsk User s 
Utilities Rc^m. 

Later releases will include Word Processorr 
•Spreadsheet, Dalatrase drsd Grophics/Prlnler 
raytines packages - with data interchange 
Irjtililies - PLUS an Enhonced BasicyTcalkil 
progs um end a Moehine Code MonilCH 




^ ■'SUPERPOWER-'M AllING LIST jAND CLUB ' 
MEMBERSHIP; PROGRAM (REF A102) 

The progrom handler very large kits of notnes 
and addresses cm □ selective ba3«S, acts as Q 
simple DatabaLE,, and is particularly suitable for 
Club Membership records. The main features 
ore os follows: Each Record can tonioin up to 
19 fields, ibose io appeor on Jobeb being 
yssr- selected . Vciriabl« length fields art?^ used tO 
optimise memofy and disk space, 
fn profficpr approximately 2000 records 
containing nome and addresi and two non 
label Fields can be held on one side oif a disk. 
Multiple double sided disks ore COtered for. Each 
record can have up to 20 classificutiot'i inditcrlors, 
When used as Membership List, 1 ? can be 
L nominated for monthly subscription reminders. 


F A screen report gives b^eolfdown i 

by categories. Printing options include Label fiolds 
only and Total Record including classifications. 
Label can be of two standend si zes or u ser defined 
Program works with any parollel printer 
Alphubetlccil Order is dealt with on Entry. User 
choice of Keyword e.g. U' ohn or 'S' mirth 
Fhe Name field carr be seorthed Far ihe first 
port or the whole of □ keyword The whole file 
can also be searched for ariy stririg There is 
sophrsticated line ond character edilfrig, including 
change of keyword Function Keyi COn he defined 
ro give single key entry of cummortly used siring 
e.g.-‘Membership Nofln Entry mode on 
oulomoticolly incrementing number is available, 
f oregr<>uad ond Background coilours can be 

selected ^ 








MractyjjuMi 


'SUPERPOWER- DISK USER 5 UTILITIES ROM 
(REF A103| 

This prnDjgram: oHows de-tolled irvspecsicsn and 
modiFlc-orlon oF information held on disk. It ij of 
pcsiicular use in ihe recovery of data From 
corrupted disks. Individual sectors con be reod 
from onct written to. All dota can be output (o 
the screen andtor printer. The program also 
ConlovTii a number of function^ of use to the 
ossembFy longucjge progrommer. 

Moin Functions 

FIL£lOAD lotids First sector into buffet atrd 
remciinder Into memory For fost access bter. 
READ recrds □ sec lor into the buffer ond 
enters Edit Mode. 


EDIT - displays the current buffer Doto 
displayed is Euffer Address. Hexodecimol 
represenitotion of each byte ond ASCII 
representflfiton of eoch byte 
Depending on mode selected, display is of 
12 or 24 lines of 0 or 16 bytes, 
modification of Hex numbers, changing ih® 
ASCII automatically and vice verso, 
comprehensive cursor conirols for easy 
editing. 

FIND can seofch a sector or total file for an 
ASCII string. 

WRITE writes o sector previously IEKjd by 
READ or FILELO.AD. 


^ SU BSIDI ARY f UnKiONS - 

Catalogue - simitar to amsdos catalogue 

mode - Select 40 coL/12 line display or 

BO/12,40/24 or eOi'24 

INK - Select Background cmd Foreground Cc'lours. 
ROM CHECK - lists aH sidewoys Rom’S, giiring 
Posiliiin, Foreground or Background, Nome. 
Version No. etc 

OTHER DISK COMMANDS - Access to other 
ComniKinds such as format ond Verity is 
provided directly from the Rom. 
A^MBLY PROGRAMMER S AIDS. 
Disossembfer. Relative Jump Calculator. 
Calculate the Sum arid Difference of iwo hex 
numbers. Hex to Decimal Conversions 
L -and vice versa. Intelligent Copy. 



DEALER S* SuperFbw&r represents an exceptionaipt'O-fitopporluAFfy, Ensure your 
port of ill e action b-y becoming o SuperFb-wer Advice Centre ond Stockist and 
betiefiting from our deoler support package. Contocl Eileen Garfteld on 0532 
434006. 

HOW TO OR DER Phone or write to: Tfie Supe rPower Project Manager, Sheepscar 
House, Sheepscar Street Sodh. lEEDS LS7 lAD. TELEPHONE (0532) 434006- 
Slate your Name artd ADDRESS ond ihe REFERENCE NUMBERS oFlha products 


^ ROM BASED SOFTWARE 

you wish to purchase. Buy on f^LFlLS THE PROMISE OF YOUR AMSTR AD. 
AccB55/Visa card by staling 
your card nitniber or write 

enclosing o cheque made poyoble lo; Micro PowetL!d.(Pleci&eadd95ployOuryi 
order omounl to cover post and packing.!'ACT NOW TO SECURE YOUR ORDER 
AND YOUR INTRODUCTORY OFFER. I No cheques received will be banked 
before your order is despatched.) 


KEEP UP TO DATE Phone [0532) 434006 fo Join our mailing list and receive reguiar bulletins on new products and release dates. 




















































































PROGRAMMING 




What I have been trying to give you over the last 
three issues is the core of an operating system for an 
adventure game. Part 1 described how to map out 
‘your’ adventure gamers locations and how to add 
objects to this world and so create the beginnings of the 
puzzles so very necessary to an adventure. 

Part 3, last month, gave you a system where you - and 
the eventual player ‘Will be able to issue commands to 
the computer. The system given was a compromise 
between the rudimentary VERB/NOUN only inputs 
found on the original adventure games and the highly 
sophisticated routines available on a few of the latest 
games. 

I have stressed the importance of writing down on 
paper, full and detailed lists of all the words that you 
wish the program to recognise. This month you will 
begin to understand why. Writing an adventure game 
is enormous fun (even more so when you have 
completed it) but it is not to be entered into lightly nor 
without adequate preparation. This month we will see 
just how good your preparation has been. 

The command routine is only a development of the 
more simple system; mainly with user friendliness in 
mind rather than offering a command structure that 
will act on complex sentences. Whilst the later may 
seem a goal to aim for, it has many serious drawbacks, 


both in memory requirements and speed of response 
when written in BASIC, 

The system used so far, has been for you to stick to the 
line numbers given in the articles, with occasional 
updates as may have been necessary as the program 
developed. That still applies to much of this and future 
articles, but this month, we will reach some areas that 
will be unique to ‘your adventure’ and so you may have 
to use my line numbering more as a guide than a 
command. 

We finished up last month with routines that would 
enable the computer to recognise up to a three word 
input command. This thoughtfully ignored such 
‘linking words' as THE, A and TO, or of course any 
other words you felt should be treated in this way (line 
1S25), 

Having analysed the input and given each word a 
unique ^number^ we now have to begin actioning the 
command. Although we have permitted the input of 
VERB-MODIFIER-OBJECT, we can accept a range of 
single word commands and generally operate on just 
the verb and object. The modifier (adjective or adverb) 
will for the most part be ignored. Its inclusion is to 
enhance the appearance of the inputs accepted (user 
fnendliness!) and occasionally to add variety to the 
puzzles - GET LARGE KEY or RUN QUIETLY 



SOUTH etc. 


Having accepted the words of an input command we 
must find out whether they make sense. Because the 
words SOUTH and SWORD are both acceptable to the 
program, it certainly does not mean that the 
combination SOUTH SWORD will have any sensible 
meaning! 

We first pass the words through a short validation 
routine starting at line 2100. The most often used 
commands are movement commands, and although 
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PROGRAMMING 


we have already sifted out the single key and single 
word commands we must still allow for people that are 
in the habit of typing GO EAST etc. 


268 REH**L1ST-Z3 

269 REM ** Verb and Ob] ect synoni ms 

270 RESTORE 13000 

275 FOR IS:=1 TO 16:REM** Number of verb 
synonims 

280 READSV:£<n>:NEXTn 

2&S FORH^I TO 13: REM** Number of Ob je 

ct synoni is 

290 REA0SNJiaS):NEXTI% 

2099 REM**VaLidate 

21001F (VX=34 0RVX=76 0RVX = 62) AND NX 

>108 THENCl)=LEFT$CWS{3)^1):GOTO 

2000 

210S1FKX>85 AiyDNI<99THENNX = SNXCNlS-8 
5) 

21101FVX>60THENVX = SVX(V5;-60) 

2115REM 

2120REM 

2125 1FN5; = 33 AND CA3i=16 0R AX = 17) THEN 

NX = 10ELSEIFNX = 33AN0 CAX=10ORA 

X-26) THENNX = 31 ELSE IFNX=33THEN 

CLS#5:L0CATE#3,2/2:PRlNT#3/'Ak 

ey is a key i s a key.. :G0TO960 

2130REM 

213SREM 

21A0IFNX<3 2THENIF COPXCNXJOLX ANDO 

PICNK)<>0 AND0PXCNX><>-n OROCXCN 

X)>4THEN CIS #3iLOCATE#3,2,2:PR IN 

T# 3 ,’'Canseerothing Like that her 

e..,":G0TO960 

2145REM 

2150REM 

2155CLS#2:L0CATE#2,2,2 
2160 IF VX>41 THEN 2210 ELSE 2200 

2199 REM **DirectiontoVerb routines 

2200 0NVX-1 5 GOTO 5600,5700,5800,5900,6 
000,6100,6200,6300,6400,6500,6600,6 
700,6800,6900,7000,7100,7200,7300,7 
400,7500,7600,7700,7300,7900,8000 

2210 ON VX-40 GOTO 8100,8200,8300,8400,8 
500,8600,8700,8800,8900,9000,9100/9 
200,9300,9400,9500,9600,9700,9800,9 
850 

12999 REM **Synoniiiid3ta 

13000 DATA 24,34,16,16,35,33,43,27,29,51 
,16,16,32,48,55,34 

13010 DATA 22 , 16 , 16,1 2 , 33 , 52 , 28,1 1 , 29,13 
, 26 , 25,25 


Line 2100 looks to see if GO* WALK or ENTER 
(V%=34 etc.) have been used in combination with a 
word from our object list having a number above 108 
(N, E, U, NORTH etc). If this is the case then the first 
1 etter of the obj ect word is stripped off and the program 
directed to the single letter routine at line 2000. 
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Lines 2105, 2110 check to see if the object or verb 
numbers represent synonyms (remember we put all 
S3monyms in separate blocks within our verb and 
object lists). If the number represents a synonym then 
or / and V% is reassigned the number of the prime 
word by using arrays SN%0 and SV%()h These arrays 
were filled with the appropriate numbers in the 
routines at lines 270 - 290, using the data held at lines 
13000 and 13010. 

Line 2125 looks to see if the object KEY (N%=33) has 
been entered, if it has been used with an acceptable 
modifier (LARGE, IRON, SMALL or CURIOUS) then 
the program knows which key is meant, and reassigns 
N% with the correct number (10 or 31). If an 
unacceptable modi:her has been used then a 
nonsense/hint message is printed in window 3 and the 
program returns via a delay {line 960) to the input 
request at line 1500, 

The REMs at lines either side of line 2125 are left in 
case ^you' have other special conditions to be checked 
before the program continues. 

Line 2140 checks to see if an object is either at that 
location (L%), is in the player's possession (OP$()=0), 
is worn (OP%() *-l), or is visible (OC%() less than 4). If 
none of these condition are met then an appropriate 
message is printed in window 3. 

Note that this is the same message as one of those 
that is displayed if the object word is not understood at 
all (lines 640-650). This is on purpose, so as not to give 
away the fact that the word has been recognised. 

These conditions having been met, some response 
will have to be made. To prepare for this, line 2155 
clears window 2 and determines that printing will 
appear on the second line down (LOCATE #3,2,2). 

Note that if a line of text extends past a full screen 
line then LOCATE only locates text vertically and 
does not l(x:ate text horizontally as you would expect. 
Hence the leading space incorporated in single lines of 
text. 

Having completed our initial checks, the program is 
directed to the routines associated with the VERB 
entered in the input command - lines 2160, 2200 and 
2210. The routines are split into two lines because 
there are too many of them tx> type onto one line. 

In my program, there are 76 words recognised as 
verbs, but if you look back to last month's listings 
(lines 14000 and 14010), you will note that the first 15 
are reserved for single word entries - hence the 
subtraction of 15 from V% in line 2200, 

Action all ihcwev... 

Obviously the choice of verbs and their action within 
‘your’ program may well be different from the w ay that 
I might use them. This is something that you will have 
to work out for yourself What I can do is go through 
some of the more likely commands and hope that these 
examples will not only help you to understand my rou¬ 
tines but will give you a working understanding of 
what to look and plan for in yours. 
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The most used command (after movement) is that for 
GETting or TAKEing something, so let us look at 
what this routine is likely to entail. GET is my 23Td 
word in the verb list and if you work from lines 2200 
and 2210 you will find that this routine starts at line 
7200. TAKERS synonym, is number 73 but has been 
changed to 32 in line 2110. 

We start in line 7200 by deciding what objects may be 
got. The first 51 items of the object list may be taken, 
providing the conditions are right. Objects 76 and 77 
(OIL and WATER) are treated as a special case. 


654 REH** LIST-24 

655 PRINT yUAT! You.re joki rg,,.Thi 

sissLippDsedtob&agameof Logic 
anddeduction-.-Youarenotonco 
urse-..":GOT0150D 
7199REH**Get^Take 

7200IF tN5!>31 AN0NJ:<74) OR N3i> 10S THEN 
655 

7205REB 

72'fOREM 

7215 IF NK = 76 OR NK=77 THEN 9900 
7220 1 FNK = 16 AND 0P3i<S)<>-nHEN PRINT 
#2,''Thethornshaveapoisorithat 
provesdeadLytohijiiians**.":G0T0 
16000 

7225 IF 12= 13 AND FKC 2) = 0THEN PRINT #2, 

"The TroLL ki L L not let you take th 

em!":G0T0l500 

7230 REM 

7235ftEM 

7240 IFNK>98THEN7275 

7245 lF OP3i(N^)=OOROPKCN%)=-1 THEN PR I 

NT #2^"You_ve aLreadygotTHAT..,": 

SOTO 1500 

7250 lf C3^>4 THEN PRINT #2/'You are carr 
yTngalLtliatyoucan...":G0T0 1500 
7255 REM 
7260 REM 

7270PRINT #2/'0K... Carried":0P%CN3^)=0: C 
Ji = CJ! + l :G0T01500 

7275 PRlNT#2/'";FJ: = 0:FOan = lTO31:!F 
CK>4THENIK=31;GOT072S5 
7280 lf 0P?:(n)=LJi AND0CK(IJ:) = 1 THENOP 
K^IS^)=0;CX = C^:^^1 rPRINT#2^"0K,. .Car 
ried":FK=F:^ + 1 

72S5NEXTnrI F CIi>4 TH EN PRINT #2/'You 
arecarryingallthatyoucan.*.": 

GOTO 1500 

7290 IF FJS^O THEN PRINT #2/' Seems to be 
nothing theretotake,":PRINT#2:P 
RlNTff2," You may have to be more s 
pecific!";G0T01500ELSEG0TOl500 


The remaining object words that are understood 
(such as COURTYARD, RIVER, the object synonyms, 
and NORTH, SOUTH, etc.) are not items that one 
would expect to pick up. Even so, some people may still 
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try to do so. For them we will provide a sharp reminder 
at line 655* This message will be used by nearly every 
routine in response to unwelcome or silly input 
commands. 

Line 7215 reacts to OIL and WATER by sending 
program operation off to their own special sub-routine 
at line 9900* 

Eventually we will probably allow the object chosen 
to be TAKEn but first we must check for any special 
cases. 

Line 7220 checks to see if the adventurer is wanting 
to get the ROSE (N%=16} and if he is wearing the 
GLOVES (object S), if not (0P%(8)<>-1), then 
poisoning and the death routine at line 16000 will 
ensue* 

Line 7225 checks for the TrolPs location (L% * 13 ) and 
also to see if he is alive (flag F%(2)=0). If so, you are 
not permitted to take anything! 

The REMs merely indicate where you may add 
further conditional lines of your own. Line 7240 looks 
for ALL and EVERYTHING and directs the program 
to this routine at line 7275. 

Line 7245 checks to see if the players are asking for 
something they already have (or are wearing). Line 
7250 ensures that only up to five items may be carried. 
A ‘greater than' condition is used because this allows 
small items to be hidden inside others that may be 
picked up (discovered later) AND retained* If more 
than five items are already being carried, the program 
merely stops any more being taken* 

Now that all the checks that we can think of have 
been applied, line 7270 transfers the object’s location 
to that of the player (OP%(N%)=0) and increments the 
number of objects carried (C%). 

Finally the routine for GET ALL from line 7275* A 
flag is set to count the number of items taken (F%). A 
FOR...NEXT loop cycles through all available objects 
to see if they are present, and if their ‘Class' is 1, then 
providing the permissible number is not exceeded, 
they are then added to the player’s possessions. 

If F%=0 then a message is displayed saying that 
nothing has been taken, but with the rider that the 
player may have to be more specific. This is a simple, 
ambiguous way to cover situations where an object 
may be seen but not taken (i.e. where the object’s Class 
is not 1: such as our poisonous rose!). 

You don’t know where it’s been... 

Having just picked something up, you may wish to 
put it down again. This is quite a short, simple routine 
with (in this example) no conditions set to prevent 
anything carried being put down. 
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PROGRAMMING 


671QREn 

6715 IF NX = 76OR N!i = 77 THEN 9900 

6720IFN5!>93THEN 6750 

6725 IF0PS<NK) <>0 AND0PJ£CNK)<>*1 THEN 

PRINT #2,"You cannot drop what you 

don_t carry!";GOTO1500 

6730flEH 

6740REM 

6745 PR INT #2/'0<.Dropped" :0PKCN5:) = LX; 
C%=C3L-1;G0T01500 

6750 IF CK<1 THEN PRINT #2/'Nothing tod 
rop., /':S0TOl50D 
6755 PRlNT#2/'"[FORn-1 T031 
6760lFOPSClK)=0 0ROP5i<n)--1 THENOPK 
Cn> = LK:C3i = CZ-1:PRlNT#2/'0K.. .Dro 
pped" 

6765 NEXT I5!;GOT01500 


Line 6700 is our general reply to the silly command 
such as DROP WEST etc. Line 6715 again diverts OIL 
and WATER to their own sub-routine at 9900. Line 
6720 redirects the program to line 6750 on the 
command DROP ALL. 

Line 6725 checks to see if the player has actually got 
anything to drop. Again REM lines are there for any 
additional conditions that “you’ wish to set. Line 6745 
carries out the command transferring the object's 
location, and decrementing the number of items 
carried. 

Lines 6750-6765 utilise a FOR.„NEXT loop to 
ascertain what is being carried and relocating all 
items carried to the present location. 

Look around... 

After GET the most used command is EXAMINE. This 
not only amplifies an object's or a place's description, 
but often alters the conditions of some items present, 

The object list is compiled in such a manner as to 
make the condition of whether an object can be 
examined, easier to determine. Line 6900 prints our 
standard message (line 655) if something like 
EXAMINE SOUTH is entered. 

Next those items in the first section of the object list 
(up to number 20) are dealt with in line 6902. These 
have no special significance when examined and a 
simple message is displayed. 


659REM** LIST*26 

660PRINT #2^" Yciu_re wasting ti ^ you 

havealreadysearch«dthispLace.. 

.":GOTOI500 

6899REM** Exannine, Search 
6900IFN%>77THEN655 
6902REH 
6904REH 

6906IFNZ<21 THEN PRINT l^2,W$<3); " .,-EX 
ANINED;-”;PRINT#Z;PRlNT#2,"Nothi 


ng specia L catches the eye‘^:G0T0 1 5 
DO 

6908REM 

6910REM 

6912 IF NJi>60ANDN%<74THEN PRINT #2/'I 
havefar-sightandhind-sight...": 

PRINTff2SPRINT#2/'but,I see noth 

ingi":G070l500 

6914REfl 

6916REH 

691SSX=NX-20 

6920 0NS:tGOTO 6922,6924,6926,6928,6930 
,6932,6934,6936,6938,6940,6942,6944 
,6946,6948,6950,6952,6954,6956,6958 
,6960,6962,6964,6966,6968,6970,6972 
,6974,6976,6978,6980,6982,6984,6986 
,6988,6990,6992,6994,6996,6998 
6940IFFXC1}=1 THEN PRINT #2,"The burn 
1 shed blade reveals a picture of 
adragonwithinamagicalsphere*.. 
":GOT01500ELSEPRINT#2,"Thisfi 
ne weapon hasbeenlaftunusedan 
d untended fortootong..-":G0TO15 
OO 

6952 1F L3;=24 0RL5i = 25THENPRlNTtf2,"T 
heboatis Longandbiack.Thereis 
amandressedinabLackcloakwi 
th a deep hood sittingquietLy 
alongside-..perhapsheisthefer 
ryman..,"tSOTO 1500 ELSE GOTO 665 

6960 If L?f-4 AND OCXC30> =5 THEN PRINT #2 
,"ThereisapiUofredcLoth,un 
deritityousee:aswordanda L 
argekey!":0CXC1O)=1:0CXC3O)=1:G0TO 
1500 

6961 IFLX54G0T0 660ELSE665 
6972PRINT#2,"NYHPH":G0SIB960 
6992 PRINT#2,"WALL":GOTO 960 


The next section to come under scrutiny are those 
objects that do not have any special significance and 
neither do they have any object description (data lines 
I2000-). This means that we have no way of easily 
checking that the object referred to is at that location. 
Hence the somewhat ambiguous but not unreasonable 
response in line 6904, 

One mark of a good adventure game is its ability to 
apparently deal sensibly with awkward commands. If 
the response does not jar’ on the player, you are half 
way there. Watch out for such responses - for instance, 
try not to give singular replies to plural questions. 

An ON...GOTO command is used to direct the 
program to the right response for our chosen objects in 
line 6920. S% is adjusted in line 6918 so that object 
number 21 (the first ^examinable' object) will have its 
message at line 6922, the first of the ON„.GOTO line 
numbers. Again the REM lines are for any additional 
conditions that ‘you’ may wish to set. 

It is somewhat easy to get lost with all those line 
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AMSTRAIH)RAGON-5PEaRUM-ORIG-1 


The Saga Begins ^ 4 . 

In a world cursed by 
the Evil Sage, in a land 
where magic h reolity, 
only the lowliest traveller 
can become the mightiest 
hero and possess THE 
RING OF DARKNESS. 


Wintersoft proudly 
present an epic adventure 
played in superb high 
resolution colour 
graphics. In THE RING OF 
DARKNESS you become a 
lone traveller in a cursed 
realm, where brigands 
and bandits seem free to 
attack innocent way^ 
forers, and foul, evil 


creatures hove infested 
the darkest pits. Create a 
character and travel the 
vast, enchanted land. 
Trade in many towns, 
seek employment from 
the local kin^ ond 
explore the &ep, dark 
three dimensional 
dungeons in your quest 
for^edir,THE RING OF 
DARKNESS. 


May luck travel your 
path. 

' 1 'he most impressive 
adventure tested.. your 

COMPUTER " 


"An astonishing 
program." softwords 

'The map is very large 
-10000 moves-and 
there is a large voriety of 
obfects, weapons, spells 
and places to explore (it 
would spoil the game to 
give any more away)" 

MOQAE>VENTUREfi. 

"A rich, fantastic 
tableau... it wilt 
undoubtedly take many 
hours to fultiL" personal 

COMPUTER NEWS 


DEALERS PHONE 
01-367 5720 



30 UPLANDS PARK ROAD 
ENFIELD, MIDDLESEX, 
EN2 7PT 





AM 5 TRAD CPC 464 



LARGER iRANCHES Of 


SPEaRUM4aK 

Th e Ring of Dorknes-i . , ... £9.95 

ORIC-1 48K 

Th^ Ring of Darkness. , . . . ,.£9.95 

Op&ro f ion G rem I i n.£6,9 5 

PRICES IhiaUDI PiP, VAT, AND OUR LIFETIME 
GUARANTEE. 


SELECTED TITLES AVAILABLE FROM 


The Ring of Darkness 

DRAGON 32 

The Ring of Darkneis, 
Return of the Ring , , 
DrogonTrek . 


.. £9.95 

£9.95 

£9.95 

£6.95 












AMSTRADUSER 


Filla Form and Wina Desk 


What, do you want from Amstrad Computer User and from the user club. Here is you r chance to shape the future of 
the magazine. Fill in the survey below and send it in to us, the page folds up into an envelope. Shinecrest have given 
us two of their very smart desks worth nearly £70 each. The first two completed forms to be drawn at random on July 
30th will win a desk. Good Luck 


1. Name ........... 

Address.............. 

2. Age: Under!2D 13-16D 17-2ia 21-30D 30590 60+□ 

3. Doyouovvnan Amstrad Computer? 6640 4640 NoD 

4. If yes how long have you had it ? 3 Months or less. □ 6 monthsD 9 monthsD 1 2 monthsD 

5. Is the Amstrad your first computer. YesD Non 

6. If not what was your previous computer ......... 

7. Areyouamemberof theuserclub? YesD NoD 

8. Doyou intend to jotn/renew YesD Non 

9. If your answer to (7) was No was it that you found it too expensive YesD NoD or for some other reason 



10, If your answer to (7) was Yes do you think you get good value for the money YesD NoD 

11, What added benefits would you like to see the club offer.......... 

12, Which peripherals do you own 

DOhID FD-1D PrinterD ModemD RS232D Other..... (pleasespecify) 

13, Which do you intend to buy in the next year 

DDPID FD-10 PrinterD ModemD RS232D Other...... (pleasespecify) 

14, How many commercial programs do you own on tape.(Excluding 12 pack software) ...... 


15. How many commercial programs do you own on disc .,■ . 

16. What is your favorite program ........ 

17. Which issues of this magazine doyou have 1D 2D 3D 4D 50 Sn ?□ 


18, Which other magazines doyou buy regularly. 


a) Personal Computer World D 

b) Your Computer D 

c) Computer and Video Games D 

d) Computing with the Amstrad D 

e) Popular Computing Weekly D 

f) Home Computing Weekly D 


g) Electronics and Computing Monthly □ 

h) Other ..... (Please specify) 


19. How would you like the mixture of the contents of the 
magazine to change. Rate each of these topics in order 
of importance from 1 to 10 (10 being the best, 1 the 
worst) 

a) Basic programming articles (like the Musical Amstrad) . 

b) Program listings ....... 

c) Games software reviews ...... „ .. 

d) News ............ 

e) Hardware projects ........ 

f) How to use Discs ......... 

g) Business software reviews ....,..... 

h) Making the most of CP/M .... 

i) Machine code programming articles .... 

I) Competitions . 


20. Do you type in the program listings 

NeverD OccasionalyD SometimesD OftenO AlwaysD 

21 . What new field would you like to see the magazine incorporate , 
Tick this box if you do not wish to be added to a mailing list. □ 
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HKIIV STAR 


\ A\ dnvwii to earUi prices 


NNV^en W co mes lo 
printers. v^h'ithever way 
^ you \ooK aVH, we've got 
\ \Vie \owes\ prices, \iie 
\ wiriest ran^e and the 
\ Pest Pack-up service in 
\ tPe country. 

^ \ tWPat you won't Irom 
\ us. are special oVtts. or 
^ \ raise pfornises — iust 
\ pDuest \/alue and a tuHy 
\ nua^anileeU atter-s^les 
\ Service. 


SPECIAL OFFERS 

* — M1009 £178.88 +VAT 




CamnPW 1080 A 


/etter Qa3/ity ^ T60 cps ^ bi-directional ^ 96 chars, plus graphics 
m 5 pnnt sizes • 11 >c9 rnatnx m 23x18 WLQ matrix 


nmms 


Cahtes P^per Ritiboris Sheet and trecter featleire \ ■ 

^ Interfaces \ ^ i 

it you have any technical queries or want our latest prices \ 

please telephone: \ 

Credit cant hot line... OT-482 'ITI'I \ ^ 

~ ~ Please add £1,0 ttjT delivery, \ 

- we ouaTaniiee 4B Viour \ 4 

, ytf Tp nnui- -.. ^ delivery Uom paymenl. \ ' 

1 ^ jmr/li Personal callers welcome. \ 

^ j[\ We're at the iunclion ol \ 

Camden Road, near the \ 
^ railway bridge Anytime \ 

j®Hr 9.00am to 6.00pm Monday ^ 
■•:::■ W Friday 10.00am to 

. I.OOpmSunday. 

" " Export and dealer enguiries 

welcome. Post your order 
. . with chegue to 


Datastap Systems UK 


Unicom House, 162 Royal College Street, London NW1 9NN 
Telex 295 931 Unicom G ^- 


efephone 01-432 1711 

































ST EVER MULTI-ROLE ARCADE ADVENTURE 


Includes Hit Single on reverse "Everyone’s A Wally"' performed by Mike Berry 



Spectrum 48K £9,95 
Commodore 64 £9,95 
Amstrad CPC 464 £9.95 


44 The Broadway, Bracknell, Berks. 0344 427317 





















numbers in line 6920, so I would draw your attention 
to lines 6972 and 6992. These are there so that I could 
verify that I would get the correct responses. 

There are no conditions set in these two lines, so I 
only have to RUN the program and type in EXAMINE 
NYMPH or EXAMINE WALL. If the correct line 
numbers have been chosen, then an echo of what was 
typed in will appear on the screen. A similar system 
may be used to check the line numbers in 2200 and 
2210. 

Let us look at a few examples of the ‘examine 
responses': 

EXAMINE SWORD - line 6940, if the sword has been 
cleaned (F%(1)=1) then one message is given but if it 
has not, then the second message is displayed. There is 
no need to check if the sword is present as this was 
done i n 1 ine 2140 above. 

EXAMINE FERRYMAN - line 6952, checks to see if 
the player is at location 24 or 25 and if true, describes 
him. If not at these locations, our general purpose 
response at line 665 is used again. The check for the 
location is necessary because the ferryman is not part 
of OUT object data - he is only mention^ in the location 
description. 

EXAMINE COUNTER - line 6960, checks to see if 
you are in the right location (L%=4) and also the 
^Class^ of object 30 (the sword), If the sword is still 
hidden (OC%{30)=5), then the sword and large key are 
revealed and their ‘Classes’ changed to Visible' 

(oc%()=i:i 

The next time the counter is examined (people will 
you know.), then an ‘already examined' message is 
displayed. Should anyone try to examine the counter 
in the wrong location, then neither message is 
displayed (L% is not equal to 4) but line 665 is used 
again. 

These three examples show the three main ways of 
utilizing the EXAMINE command. It can simply give 
the same message again and again, either a hint to a 
puzzle or just a ‘red herring’ (the ferryman). It can 
change the status of objects either at that location or 
any other (the counter); or it can display a message 
dependent upon action taken other than the 
examining itself{the sword), 

Stylish... 

Another short routine for a command that often crops 
up is WEAR. This starts at line 9850 which checks to 
see if the item requested to be worn is ‘wearable'. 
Object numbers 8,9,14 and 26 are the only ones 
permitted - any others (such as WEAR FLASK) get the 
‘silly’ answer. 


984BREM**LlST-?7 
9349 REM**Wear 

9e50lFN%<>8ANDM5i <>9 AKDNKoU ANDN 
K026THEN PRINT S2/^That would Loo 
k pretty SIL ly..."iGOTO1500 


9655 IF OPS:tN3£)>OTHENPRINT#2/'you cao 
not wear wha t you have_nt got!":GOT 
01500 

96d0lF0PK(NS:) = -1 THEM PRINT #2^"forget 

fMl?-already worn!":G0TO1500 

9365 PRINT^(2/'0K., .Woro"r0PKCN:^) = -1 

9870 REM 

9875 REM 

98eQREM 

988500701500 


Line 9855 checks to see whether the player has the 
object in his possession, and line 9860 checks whether 
it is already being worn! Line 9865 changes the ‘Class’ 
of the object to ‘worn’ (0C%(N%)=-1). The following 
REMs are there to allow room for additional action to 
be taken if something should happen when a 
particular object is worn. Control is returned to the 
input command request (line 1500) at the line 9890. 

Finally... 

Note the changes to lines 545 and 550 that now 
enable the inventory to indicate which items are worn. 
I have changed the response in line 1230 from 
‘Nothing obvious’ to ‘Nothing else'. This sounds logical 
following the location description in window 1 above 
and looks far better when it follows the ‘more’ display 
(when just enough objects are at a location NOT to 
actually show any MORE when the space key is 
pressed-line 1225). 

Line 1600 corrects a mistake made in the listing last 
month; without A%-{), the program remembers the 
last modifier used. Lines 155 and 160 are updated with 
the new variables introduced this month. 


154REH** LIST-28 

T55DlMNC5a),EC50),SC50)^W(50),Li(50),DC 

5O),OC%(3n,0PJ^C31)^SVS:(16)^SNK(13), 

FISCIO) 

16QSCORE = D:LK=1:LC!£=0:IK-0;X?S=0:I=0:OL- 

Q:yS=0:WCK=0:WS=0:VK=0;N3^=0:AK=OrSj:= 

0:CK=2 

S45lFOPX(n>>OOROPX(lK)<-1 THEN 5 55 
5 50 FK = F5S + 1:PRINT#2/' ";0SSC1J:);: I FORK 
Cn)=-1 THENPRiNT#2/‘ <worn)"£LSE 
PRINT#2,"" 

1230NEXT n;If F?:=0 THEN PRINT#2," Not 
hing else*. 

1600 ERASE W$;GSC1)=QS(1) + "":YX=1;WC^=0 
:VK=0:Nj;=0:A3i = 0 


I hope that some of the readers are making progress 
with their adventure scenarios and have not got into 
too deep water by making their plots too complicated 
to start with! If in real doubt, then you know our 
address. You never know, we may be able to help you 


ACU 
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CENTRE COURT 


You CANNOT 
be serious! 


A most 

accomplished 
termis game for 
the CPC464/664 
Tape £8.95 
Disc £12.95 



















BUSINESS SOFTWARE 

for the 

AMSTRADCPC4M 

SIMFLE ACCOUNTS...£29.95 ind TAT 

Easy to use, compiehensive book-keeping system complete 
with step by step instruction manual. 

* Pull Analysis oflncome& Expenditure 

* Powerful Entry Search Routines 

* Monthly and Year to Date Reports 

* Ouarferly VAT Report 

(All VAT routines are optional and may be omitted by non^VAT 
Tradera) 

MANAGEMENT ANALYSIS £19.95 incl VAT 

Extracts Management Information From Your Accounts 

* Superb Graphic Representation 

* Pie Charts Analyse Sales and Purchases 

* Bar Charts Compare your Monthly Figures 

* PLUS Detailed Statistlca] Reports 

* Compatible With SIMPLE ACCOUNTS 

Specification Manual and Sample Output Available on Request 

COBNIX SOFTWARE LTD 
16 KNEESWORTH STREET, ROYSTON, HERTS. 
SG65AA. 

Tel: Royston (0763) 46065 

Specialista in Business & Financial Software 
** For advance notice of fuller programs 
* Make sure you are on oux mailing list * 

Cheap Software as new. Tripods, Snooker, Roland 
Including F-Manager, Ahoy, many more £5.00 ► 
Codename Mat, Fruity Home-Budget, never 

Frank, Punchy, Return to opened £10. Phone for, 
Eden, Eletro Freddy, list(0892) 30507. 


THE TOMB 
OF 

KUSLAK 

A GRAPhtIC AND TEJCT ADVENTURE FOR THE CPC 464 
KU5LAKS TOMB WILL OFFER MANY SURPRISES 
Features: 

OVER 240 LOCATIONS 
REAL TIME PLAY 
SPEED OF PLAY CONTROL 
EASY FAST INPUTS 

AVAILABLE FROM YOUR LOCAL STOCKIST OR 
mail ORDER FROM 
INTRIGUE SOFTWARE [addtess below) 

FIRST CLASS RETURN POST FREE £7.50 


Games to remember fiTMTi 

INTRIGaE 

SOFTWARE 


Crantirook Road, 'lentenlen,K^ TN30 6LIJ 
Tfeteph^ 05806 4726 



SHEKHANACOMPUTER SERVICES 




OUR 



OIR 


S.R.P 

price: 


R.R.P 

PRICE 

BEACHHEAD 


T.M 

QLHOLSHqTII 

]235 

iit 

BADOVEKilOKClW 

935 

T.» 

aJQrrShUVfflDOtN'l 

1155 

9JI 

WOfaDCUPPOOTBALL 

T$5 

6.51} 

HARD HAT UAC 

955 

t.n 

MASTER CHESS 


«.9S 

STEVE DA^tSSTiOCHK 

T55 

s.» 

Sh^HCNTER 


t.M 

HARDHATMAC 

955 

6.n 

HUNCHBACKII 


tit 

TEOfl^lClAhTED 

I5t 


DALEY TlOMSDECATHAlJt^N 

m 

tJi 

combatlynx 

m 

i.ts 

HIGHTPAIHIST 

6.55 

5,TJ 

RtAfJHOFWPOSSliLnY 

SiS. 

t.K 

W^CHON 

lt.% 

9.» 

EAHlY0hT.5AYiALLY 

5.95 

TJO 

KONG STRIKES KAC1K 

MS 

a.Ti 

zakxdn 

555 

7J* 

AUEN6 

9.9S 

rs* 

WEGNOHE 

856 

959 

JETariWlJ.Y 

H.96 

6.7S 

■ARAWAMCNICHTS 

GJOt) 

1.S4 

KNHMLDRE 

955 

7.» 

.ALL IVTERLTlFIW ft CAKJ 

EDq 

A.» 


55S 

f.TS 

.AZJMUTH(HEJ!iDALiqNMEyn 

555 

6.13 

DALYmieSUKHIEST 


li.TJ 

HtlHTTIinLCiT 

S9S 

«.9S 

PVhUARAMA 

s.as 

MJ 

ALL LEVEl.B GAMES 


7.» 


CHEQUES'P.o. TQL i t a -.[DEpr mm m ciieer uhes n j q.^.y. w'loov (hael addsiss owm. 

{SjUEflMlIST) EmOPC ADO tl .H PEIITAII. EL5E WHERE ATCOS-T. 

-OS VISJT OUtl SadPATHASBUS SHOfPINO OltTtil UNtr II, S2T-5J] OHfOM 5T. WITT 3DD-. OPEh T 
MYS A WE£K FRCW Id (I MTV FHOH WARBLE. .WCH TUBE ABOIVT; [JBCOUNTS .mtABI J CW|,T ON 

PimjClWWOFllfSAIMfn’ATiOlJftSHLJF. 


For sale the following Adventure, Harrier 

Amstrad games cassettes Attack, Flight Path 737, 
only £4,50 each: Roland in Phone Sunderland (0783) 
Time Roland In The 486803. 

Caves* Snooker, Classic 


ZEUS SOFTWARE 
THEBaCCANEER 

Here ft is . the utility you have all been waiting for, the buccaneer. 
The Succanaer is a very powerful tape lo disc transfer utility, 
Transfer ycur tape based software onto the new 
three Inch disc system 
Can you afford not to buy this program? 

All Instruotioris included. 

At an amazing introductory price of £6.00 f cassette \ £9 00 on disc. 

Send cheques/P.OTo: 

ZEUS SOFTWARE 43 MOUNTSTEWART STREET 
CAR LUKE STRATHCLYDE SCOTLAND ML0 5E B. 


ADVENTURF 


uJ.soF'J'WAftE- 

FAST FRIENDLY SERVIC E 

♦‘SE>EClALO^Efi rwOOH MOKE FTEMS, JlKDlfCT EKTRASOti PER ETEW 
■ ■ .. OtH SflKATSIHVL 


FOTlESTWrWLtND 

JEWlLSUABiriJIlfr 

UESSAOKArrEHOM 

EHEKAJXIt^E 

lOWTHI iTKDtG 

WfKlIRKTOEDEN' 

Hn>GCFE]A£K»ESS 

TUB mBBTT 

ABCADC 

CB0PP£KAqLIAn 

EA'SERT 

3D£TAJUmilKET 

OONTtraBM 

MTHPtT 

DlGCEAllAlWECg 

AMQRCNQCKE 


OUB 

WOCC 

M.«S 

£4.« 

£l.W 

£I9G 

£EBG 

MM 

tSB5 


ARCADBTCqyn 


CHUCliTBEBC 
niuawTAii 
TANlSELiaTEFB 
TBCKHICIAN THJ 
CEW4BATLTNK. 

DALEY TSOUHMNf; 

HUNlCKBACEIt 
KaNDSTAlKpiSAO: 

JETSET WlLiV 
JTTfitKJIJACIt 
HfflUNliiNEPACE. 

SOftCBRT 
RNWtrriqRE 

ifirrniBB. 

EBfUCATIaN 
HTMANSTVPINIG 

CHEQLiEa'rO^TOOJ.SOmfAftE.<plUUEaDrCLIJ K P4P) 

275 MOSSY LEA RD, WEBHn^rGTOM 
WIGAN, LANCSLWNE9RK 
TELf(05T)4I1915(Lll7ji.iiL 

WriT* IbrFREE USTAmJ LAUST RELEASES. 
tTVERSEASORDBIlg PLEA8EADDS9pEDtlOFB,£LO™EIB,PERITEh( 


1E.9G 

ftJH 

£fi9E 

If.afi 


FHKX 

iEif 

WB 

KBS 

n.fin 

£JX 

£79G 

£T9{ 

ftH 

fT96 

CAif. 

S.ffi 


ja.w 


FLIGilTPATEfX? 
SPGCJALOl^ 
FOOTBALL HAfUiC EH 
S.DAV.S:VDCIEIR 
WOftLDCLT FOOTBAU, 
STHfPPQKEai 
flCHTKHPILOT 
BATTLE MCDWAV 
DJimmUTTEB 
MINIOFFIOE 
MA£n7£RnLE 
TASWWa»4Bi 

ACCESflORIBS 
BLANELUSOH 
(iULOliSHaTir 
SPEMlH SVNTFf 


OUB 

PBtJc 

iStSf, 

H,9iS 

£7.5e 

ft.-se 

IBM 

9» 

fXTAS 

iUKi 

ia.sE 



GRAPHICS 


For the AMSTRAD CPC 46^ and CPC 664 

PRECISION PIXEL PLOTTER 

so A3 Size Screen Layout Sheets 


HH 25 HQDf D + H+H 25 made 1 + Procrammer's Reference Quioe 

Send Cheque or RO. for £3*75 + £1 p S p to: 
P.S*Graphics, 161 Mount vifw Ro.ao, London, NL LJT 


SMAI.I. I RA1)KK.SI*A( K 


Forthe AMSTRAD CPC464664 

A DtsoBased system comprising; 

’ SALES LEDGER "fURCHASE LEDGES 
’STOCK CONTROL ‘MAILING USTCWith label printer) 

FwirftjD-feiLiiire Bwaincss piopaDis, cfri wn by Jt^STER MENU lor easycj^Kra:™. 

Weal fw itw Crat-bme Ustr. Provides INSTAVTINFORMATIOW - A| the pres* o< a fcev! Rrice i2^.95 
me, P.f & enneise mamul. SAE for full details. AvailflblebyMai KlinJef (rom- 
SD MCRO-jVjT^S, P,0, BOS 24 HtTCHrr HERTS. 

U« DEHOat: imAlAJ* MICROS VYAKRE^f PLACE HAIL WAY «TR££THERTF0RD. 

TEL: 0902 5S44«J 































































FROGGIE! 


vfith a similar 

name. You can gbeenknow as ^ more 

^ since it wou^a ^ stranded & 8.^^^ ^^ay. 

^^’’■Jte several stranded and a faat-flowtng 

accurate ae negotiate a 


By C.Chin 


/7 




1B REB (r** AH&FflQ5 *** hr UCltin Zit2tt^ 
20 bffint a-i 
30 £QSU« 2220 
40 ^=FREr'') 

50 ^0SU8 2100 
60 VNILE -1 
?0 COSUe 1970 
S0 k^S=^'iphlf5’' 


90 6as:vB 191# 

100 IF kS="t" ?HEN ^OSUB ;i00 
110 IF kS="p" THEN GOSUB 170 
m IF tS = ''|y’' THEN 6&SUB 1600 
THEN 1730 

THEN C-dSUB 20S0!i0TO 30 


kJ = '^k'' 
k(-"s" 


150 IF 
140 IF 
1S0 NENti 
160 EUt 
170 tasUB 770 
100 BfiSUB 9-80 
190 VHILE fl>0 
200 60SLI8 1250 
210 edSBB 1360 
220 UHILE okikSMNKErl 


21# i1=x4dj[M(k.l=LeS)-(kS = ri$n 

24# ^1=y4dyM(kJ=diS)-(ki = up*n 

25# if yU'>r OR ll!i^>)j THEN 0I;GQ3UB 610 

260 IF r=3SS THEN «0Su3 1520 

270 NEMD 

240 30VNC 

290 If a^0 THEN I^OTO 310 
1#0 IF Ms^ed THEN SOUND 129,1000,6#, 15^#,2 
110 IF hit THEN 3OUH0 129,400,0^15,2,0^15 
120 IF spLdsIl AND y1<358 THEN SpIjiHP 129,100 
.».7,J,#,1S 

530 IF aisscd DR splash OS hit THEN rt=-1 
335 HOVE ii,y:PRINT fS; ;splash=0;Bissed-O 
340 FOR iM TO 5:t = f!ENAlHH) ;NEET 
350 TA00FF:7RI.NT CHNt(25}4CHRS<#h 
360 IF rt THEN OOSUB 1210 
371 IF hit THE# SOSUB l390:hit'0 
33# IT ti<-0 THEN GOSil# 980 
39# FOR i =1 TO 2000:JlEjiT:yHlLt INKETi^J''''^ 
NENIt^UEND 


400 605UB 430 
410 RETURN 

420 MOVE tR,0:[>RAtf t m,T 5:t!j = ti(-8 
430 ti=ti-!:IF ti>l6 THEN RETURN 
440 ^OUNO 130,l##0,e##,2H(16'ti)\4l 
450 IF t1^# THE# glt^# 

46# NETURH 

470 lfiSeRl,S,6,ff,12,9,1fl,9,1#:lLSCRl,7,8!F 
(iSCR2,T5,l6,l7,U,17,ia: ILSCR2,21,,22,19 
,20,19,20 

44# tl 4 r = turt1:IF tur = 26 THEN tOSUB S$0 
49# IF y=198 THEN RETURN 
5«» IF y>19S THEN 520 
510 OOSU0 750:RETUR# 

520 t=x+t6<Cy=294)-l6'(<y=230)OR (y=3263)-5 

2*l/-262)tif1=si!;yt = y 

550 IF k>60S or x<# Then GDSMB 72#lDk-#;iis 
sed--1 
540 RETURN 

550 tur=0!lF tu=1 TREN 600 
560 PRINT#/,diturtl;:tu=1:tur=12 
570 IF y^?294 THEN RETURN 
530 IF THEN PIOVE K-16,y:PRINT -f$; :ek = 

0 

590 RETURN 

600 tu=0:ti]r-0:PftINTIT2,turtS;:RETURN 
610 IF y1<14 THEM EliRETURN 
620 IF S THEN SOUND 129,1|##,0,10,1,1 
630 MOVE x,y:PRlHT fl;;LF y1>193 THEN 005UB 
700 EL5E GOSUB 75# 

640 HOVE *l,y1iPftINT ft; 

650 ,st:=sc-2*!yl>y)-Ol8>x> tj!3x1ty=yl 
66# IF lit# OR Kly604 THE# ofe-0:iissfd^-l:R 
ETURN 

67# sct-ftl0HT$("0000"+NUtCSTRtlsC),2) ,5}:P 
RlNrFl,sct; 

640 If ck THEM El 
690 RETURN 

7#0 If TtST(!i1-ti:,yl42J-2 AND T£ST(x1tl6,rl 
*21=2 THEM ok=0:spLasti=-1 
710 RETURN 

720 IF J!l>604 THEN a = -16-16*(y1-262J :MOVE a 


,y1:PR-INT ft; 

730 IF sl<0 THEN HOVE 624,y1:PRI#T ft; 

740 RETURN 

750 IF TEST(x1,y1-B)>l OR TEST(xl4;s,yl-4)y 
t THEN isk=#:hit=-1 
760 fftTURK 

770 IfINDOU 1,2#,1,25:kflNm#1,?,11,l,1;yiND 
ayff2,17,19,7,ejVIH&Olf#3>3,5,3,4:MINDOy# 
4,E,S,3,4iW|NI)OWfl5,13,13,3,43y|NDOy#6,1 
a,14,3,4:lflND0¥J7,4,6,7,e 
780 #ENfl,14:PAPERf2,2:PAPERif7,2 
790 ■=j;sc=0ir's-0:d« = 36:li=46:l)(=539:sct="0 
000#'' 

80# at = CHfltC22MCHRt{1)|PRlNTFl,aS:PRINT#4,. 

at;PRINTt5,a£:Ff!iNTl6,at 
81# SPEED KEY 20,14 
82# RETURN 

81# if sc<h{4) THEN RETURN 
84# h(S]=sc:i=8:hl{Sl="“' 

850 NHILE hti )>h<i-l JAND iM 
860 st-MiJjMi )-hCi-1hiifi-l]=st 
B70 stt=ht(i):htfi)=ht(i-1):hifi-1>=stS 
840 1=i-1:yEND 
490 INN U,26,0:IMK 5,6,0 
9#0 RODE 0EPRINTjPRINTjtextt=" COMOflAlULAT 
lONS'^ENOSUB 1300 

910 PEN 15tPHlNT:PRINT;PRlHT:PRlNT:ffilNT:PR 
INT" Tourstdfti'fi'lji 

li 

920 PEN 1t?filNT:PR|NT:PRINT’' Enter your na 

930 P#]NT.:PR|NT:INPUT" ",nt:lF LEMfnt) 
>8 THEN CLStPRINT3PRIHT;PRIMT:PRINT:PRl 
NT:tej!tt = '' TOO EON 4"t#0SUB 1300 
;FOR n=1 TO 4000:NEKTtSOTO 900 
940 ht(U=nS 
950 INK 14,26:INK 5,6 
960 6aSUU 164# 

970 flETUHN 

980 PAPER 0:CLS:FDIt i=1 TO 4:hc(i )=0tME3(f 
99# yiNOOy 1,20,Z,4:PAPEft 3:CL4 
100# UIMDOy 1,20,5,12;PAPER 2fCES 
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LISTING 


11310 1,20,1 J,14:PJlPEli 1:CLS 

1020 UlND^tf 1,?0,lS,22:PftPEfi 0:CLS 
1030 UlNb4^ 1,?0,23,2t:Pllf£R 1:CLS 
104# WJND(>U 

10S# tur=22:h^S:tu=0!tT=4S 
106# PAPER 15:PEN UlUiCATE 1,1 ;PRINr''S{ORE 
;0##00 HI;h1t=ltl^HTU'^«000^tnip3(ST 
Rt{h(1)),2) ,5) iPfflNT hit;iL(]CArE 1,25: 
PRINT'’TI«E:"; 

1#70 PRINT#1,s(S;:GOSU& IIBStGOSUB 1?t0 
1#80 Fftfi i«l IQ fi:PAPER#i,#;CLS#T:llE}!l 
1090 PAPER f;aS = " " +s■'♦llofl 
ItlQCATE 1,5:PftlNT at 

1100 aS='^ '^tturU + utf" "nurtiiLtl 

CATE t,7;PRItlT ii 

1110 aS=1 ''^'SiagJtu$+" "tsIdgS 

:L0tAT£ 1,9lPfiINT 

1120 at-?togt+'uJ-4‘' "4$"4ilo 
gtfL^CATE 1,11:PRIH1 at 
1130 GCiStIB 1390 
1140 a=FfiE('"'> 

11S0 RETURN 

1160 &ATA 4,16,112,244,300,300,400,528,76,1 
60,180,300,356,460,564,596 
1170 &ATA 12,46,140,172,332,364,460,492,0,4 
2,136,168,320,360,456,438 
1180 FOR i- -192 T0 639 STEP 12:i10VI 1,530: 
DRAH 14192,502,S:NEKT 

11?fl FOR i=60 Tfl 540 STEP 160:l*lOVE 5,336:I)R 
ANR 0,32,0:PIIAyR 36,0;6RAWR 0,-32:NEKf 
1200 RETURN 

1210 ti=4a:t!(=j39: FOR i^T60 TU 543 STEP g:H 
QVE i,0:&RAy i,15,2:N6!(TErt=0 
1220 RETURN 

1 230 DRANR e,0,t4:NDVE0 0,2:tFFtAyR -B,0:REfU 

RH 

1 240 PtAUR 4,0,U:RETUI!N 
1250 !!-320 :x 1=3(:ok=-1:TAGOfFiFRlNT CHfilUS) 
4CHRt<0); 

1260 y=3B:yl=y:PEU 0;a-B-1:LOCATE Ta,Z5:i-a 
;PfiJNT" ";:L0CAIE 10,25:HHILE i>0:i^ 
i-liPftiNT ftj:UENB 

1270 LOCATE 1,1:PftIliT (;Hfti(23)4CH»S( 1 J;;TAG 
1260 PLOT 700,0,0:NO9E i{,y:PRIHT fl; 

1290 RETUIH 

1310 :yy=VPO5(l0):!ix=CjiK-1)*3244: 

yy=(26-yy)*l6-3 
1310 PLUl 700,700,5:PEH U 
1 520 MOVE t!i,yyiTAGsPRINI teiftS; :IAG0FF 
1330 PRINT CH0S(22]#CI10SC1); SPRINT textt; 

1 340 PRINT CHII3l22?»CI1flSC03 
1350 RETURN 

1360 EVERT <(e*3.S,3 60SUB 420 
1370 EVERT «F«,1 GOSUB 470 
1380 ElsREtUHN 

1390 WlNDOV 1,20,15,22:PAPEfl 0:CLSiWIN&OH 1 
.20/1,25 

U00 LOCATE 1,15:PRINI trtCI) 

1410 LOCATE 1,17:PRIN1 trSCZ) 

1420 LOCATE 1,21iPRINI tri£4> 

U30 LOCATE 1,19:PfilNl trS£3) 

U40 RESTORE 1160 
US0 FOR 1=170 TO 74 STEP -96 
U60 FOR n=1 TO SiREAt a:H09E a,i:G0SUS 124 
0:noVE a,i-24:eOSO0 1240:llE)fT 
1470 NEAT 

1480 fOfl i=B2 TO 1U STEP 32 
1490 FOil n=1 TO giREAV a:HOVE a,i:tOSlfB 123 
e^ttOVE 3,i472;G0SUB 1230;N£XT 
1 500 HE)(T:hit=0 
1510 RETURN 

1520 IF Dk=0 THEN RETURN 

1530 FOR i'f to IttifiEHAINCi1-NETT 

1540 K = *4-96:lf C!i\160)<>(x/f60) THEN (H( = 0E* 

= )(-96l(li Slid--!: RETURN 
1550 ^=!f\l60:IF h(F£K)=1 THEN [)t=0:(ii sse[ 1=-T 
:ii = x*160-96ifl£TURN 

1560 ho<K3 = l :h»ii=K+2:PRlNTfl»ih,f hi;;li = ht1 


1570 IF ? THEN SOUN& T29,#,1,0:FOR i=4 TO 1 
0:FOR n=0 TO ItSOUMR 1 ,i*40-Pi^20,3,7:H 
IXT:VH%J 

158.0 st~sc420:scS=ftlSHTi("000#*'tNI6ti;STRt<s 
c>,2),5l:PfilNTJllT,jtlj 
1590 i^it4l-G«suB 1250 
1600 GOSUB 1360 
1610 IF h=4 THEN GOSUB 1630 
1620 RETURN 

T630 fl?=nsfl3fifi=5c+50*ns45*l1 
1640 5cS=RlOHIt{"0000"4Bi&i£sTRi(ac},2),S): 
PRJHrft,5ct; 

1650 •=ii+1tak=0;ti=-l;i] = 0:de=J<-4:lF 0tc22 
THEN de=22 

1660 IF n?=4 THEN n^■41 

1670 RETlfiiN 

1680 PAPER 0;NIOtE 0 

1690 tt*tS = '' HALL of FA«E''3GD50E 1300 
1700 te3!tS='' ''tSTRlN«(l4,CHRt(154>3:SOSU 
B 1300 

1710 PAINT:PAINT:PRINT 
T720 FOR 1=1 TO 6 

ia^173« PEN e:iS=Nl&JfSTRl(n,2):PRlNT 

;PEH 14:PRI(IT USlNG''ffJ#A'^ii(i>; :PEN 15 
iPRIHT" '';:PEN IePRIHT ht(i); 

1740 PRIHr;PRlHT:NE!(T 

1750 PRIilTlPRIHT:PEH 3:PRINT" Pftss SPACE 
BAR" 

1760 Aki^*' '■:GOSUB 1910 
1770 REtUAN 

1780 Paper 0 :node 0 

1790 ttKtS = " HE&EFINE KEirS":GOSUB 1300 

1800 tixtt-' ~FST8INGi(16,ClfRt(154)hG0SBB 
1300 

1810 PftINT:PRINT:PEN 1:PfiJNT:PRlNT" LE 
FT :- "JSGDSU0 1880:Ui=at 
T320 PfllNT:PfllNTsPRiHtJPRINT" RIGHT :- 

";:S0Sll'B 1B80:rii=at 
1850 PH|NT;PR|NT:PRlHT:PRlltT" UP 

'';:G0SUB 1|80;upi=at 

1840 PRJNT:PRJNT;PRlHr;PRINT" POHN :- 

";:G0SUB 1880!i1«i=ai 

1650 PRIUT:PRIHT:PR1«T:PEII 3EPI?INr' Press 
SPAC£ BAR" 

1660 Aki-^' “:60SUB 1910 
1670 RETUAN 

1680 kki="?icvbna,t/\3;: 11(]hgfdsaquertyuiop 
BT'";fiEfl ** Last fflur charactflri a 
re CTRL [HlJlf] 

1890 SOSUB 1910:PEN 15:aS=k$:PRlHT CHASC1)4 
aitPEN 1 
1900 RETURN 

1910 UttlLE II(KE'ft<>"":W£NO 
1920 a=-1:UHlLE a 

193'0 tS = lNl£ETS:lF THEN ki-"!" 

1940 IF :NSTR(kki,1cS}o0 THEN a=0 
1950 NEN& 

I960 AETURM 
1970 NODE 0 

I960 !=s XOR 1:C0SUB 208fiiLaCATE 1,1 
im texti-"' ANSTRAD FR0GGER'':G(JSUB 1300 

2000 texti=" '^4STR10GSt16,CHRin54n :GOSUB 
1300 

2010 PftlHT:PE« UiPflINT" Press 
2020 PEN 15:PftlNT:PfllNTtPAlNr'P";iPEN 1;PRI 
NT" :to PLAT GAME" 

2030 PEN 15:PAINTePR|NT:PR 1NT:PRINT''I"; :PEN 
1;PRJNT'' :fflr INSTRUCTIONS" 

2040 PEN 15:PAINT:PRlNT:PRiNT:PRIRT''H"; :PEH 
1:PR1HT" :fi>r HALL of FAHE" 

2050 PEN 15:PRTNTePR 1NT:PRIHT:PRINT''(C''; :PEN 
T:PRIUT" :tq REDEFINE KEfS*^ 

2060 PEN 15:PR1NT1PRINT3PRIAT"S"; :PEH 1 : Pfl ] 
NT" :fqr S0UN6 ON/Off'^ 

2070 AETURH 

2060 ?=S AON 1:LOCATE 20,1^PEN 10:IF ? TAEN 
PRINT sS; ELSE PRINT" 


2090 RETURN 
2100 PAPER 0:NODE 0 

2110 textt^" iNSTRUCTJONS^'iGOSUB 1500 
2120 tfKtt=" "+STRINGSC14,CHR$(1S4>3:G0SU 
B 1300 

2130 PAINTePEN l:PRIHT"Help the tTfed frog 
to his resting plaoeit the top of the 
itreen." 

2140 PEN 2jPRIHT:PRINT"AV!)id the traffic on 
the road, and hop across th^ river o 
n the togs and lurUes'‘j 
2150 PEN 5jPRINT:PSINT"Contra'ls :" 

2160 PEU 15:PRlNTtPRJNT‘''";CARHU; let;"' . 
>,* to go left" 

2170 PRINT:PRlNT"’";CHRS(1>;rit;"' to 
right"; 

2180 PfliNTEPRlNT.;CARS(1);upt;'" .... tf 

up" 

2190 PRINTjPRINT .;CHRt<1);doi;”■ .h.. tc 

go Uqun" 

2200 PRlHT:PEiN 3iPRIHI"' Press SPACE BAR"; 

2210 iti=" ":OOSUB 191B:RETURN 
2220 CALL SBC02:OIN ht(8),h{83,hDt4) 

2250 SPEED INK 40,20 

2240 FOR 1=1 TO 6thJ(iI=''ABstrad ":h(n = 300 
:NE3(T 

2250 dx = 32E(ly-32:let="i":riS=''i"tupt='':":do 
t=".":st=CHA5(2103;s=l 
2260 BORDER 0:PAPER 0:7CiNE 255 
270 CET OEF 0,1,11:(tET DEF 1,1,9:IC£T DEF 2 
,1,10JKET DEF 6,1,6 
2280 OOSUB 2390 
2290 80SU6 2350 
2300 COSUB 3170 
2310 COJUB 241# 

2320 RETURN 

2330 ENV 1,5,1,2,2,-1,1,10,-1,1,5,1,1,5,-1, 
3 

2340 ENT -1,5,-50,2,5,50,1 
2350 ENV 2,1,0,20,14,-1,2 
2360 ENV 3,6,1,2,14,“1,4 
2370 ENT 2,1,0,20,3,127,1,1,0,40 
236# RETURN 

239# RESTORE 240#;FOR 1=0 TO l5:ftfA6 d:INK 
i,diNE!I.T; RETURN 

2400 DATA 0,24,2,3,1,6,21,5,9,9,13,16,18,0, 
26,4 

2410 STHBOL 200,0,0,0,65,96,76,192,223 
2420 5THB0L 201,0,0,0,255,0,60,0,126 
2430 STRBOL 202,0,0,0,252,6,114,3,251 
2440 STHBOL 203,192,223,192,76,96,63,0,0 
2450 STHBOL 204,0,126,0,60,0,255,0,0 
2460 SYMBOL 2fl5,3,251,3,114,6,252,0,0 
2470 SYMBOL 206,0,0,0,0,6,31,126,246 
2430 SYMBOL 206,0,0,0,0,6,252,62,65 
2490 SYMBOL 209,246,246,126,31,3,0,0,0 
2500 SYfieOL 210,12,12,12,12,12,60,124,56 
2510 STMSOi 211,63,63,62,252,8,0,0,0 
252# SYHBOl 212,0,#,0,0,16,63,124,252 
253# STPBQL 214,0,0,0,#,16,248,126,31 
254# STH&QL 215,252,252,124,63,16,0,0,# 

255# Sr«aOL 217,31,31,126,248,16,0,0,0 
256# SYNBOL 218,«,0,0,126,206,206,206,207 
257# SYMBOL 219,#,0,0,255,255,255,255,255 
256# SYMBOL 220,207, f#7, 206,206,206,1 26 ,0,0 
2590 STMBOL 221,255,255,255,255,255,255,0,0 
2600 SYMBOL 222,#,0,0,126,115,115,115,243 
2610 SYMBOL 223,243,243,115,115,115,126,0,# 
2620 SYMBOL 224,0,0,0,15,127,241,193,193 
2630 SYMBOL 225,0,0,0,255,131,254,254,254 
2640 SYMBOL 226,0,0,#,254,63,63,63,63 
2650 SYMBOL 227,193,193,193,241,127,15,0,# 
2660 SYMBOL 22&,254,254,254,254,13l,255,0,# 
2670 SYMBOL 229,63,63,63,63,61,254,0,0 
26S0 SYMBOL 250,0,0,0,127,212,252,252,252 
2690 SYMBOL 231,0,0,0,255,193,127,127,127 
2700 SYMBOL 232,0,#,0,24#,254,143,131,131 
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271-0 smflL 235^^52,252^252,£5^^252^127, 
27?# STHaOL 254,^27,127,127,127,193,255,0,0 
2730 STHfiftL 235,131,131,131,Ui,254,.24&,0,0 
27t# STfiaOL 23«,&,0,0,1f*,17,^3,63,127 
275# SmOL 257,255,127,43,63,17,119,0,0 
274# smOL 254,0,0,0,#,24,34,66,151 
2770 259,165,153,46,36,24,0,0,0 

275# STHBOI. 240,102,34,40,60,24,126,90,195 
2790 SYH6#L 241,0,0,124,255,124,60,124,126 
2S00 SYWeOL £42,255,255,255,126,126,126,0,0 
261# SYMBOL £43,36,36,0,60,0,0,0,34 
282# STBBOL 244,24,133,153,9#,90,9#,£19,0 
2850 R£5lf0RE 3040 
284# r=12:eO5U0 3160:slQgt=a3 
285# >r=19:GD3u& 3160:{lQgt=sS 
2B4# r=9:0OSUB 3160:Lc«rS=33 
£670 r=9:l3QSUB 3l60;rcarS±j# 

2BM r=15:6i:)5UB 3160:UDr'r^i=aS 

2B90 r=15:60SUB 3160:rl(irryt=at 

£900 r-12;41?5UB 3l40:rsaL£'aS 

£910 f = t2;6q5BB 314#1 Uqilt=flS 

2920 r=12:G0SUB lieflUurtS-aS 

2930 fj:12:S{)aifB 316fltdi tuftl=a4 

2940 r-l5:SDStJ& 3160:fhS=it: fS=CHffJC240) 

£950 b1»=CHM{UJtCH[tJ(13):b2S=CHBJ(U)fClffi 

m) 

2960 leafS=bti4Lcari4h2S:rcfl^£-lJ1l'^rorlftS 
S;UorrvJ=h1lt+llQ-r('>'t+h2S:rlO!rPYS=b11* 
pilQrry$+h2S 

£970 r54Lt-tl£^r&aUib2£;LsdL4=bl3nsal3 + b2 

3 

29S0 i(l=CHfli(11):igeS=CHff£n3J*C#fiS(7JtC}tfi£ 
(219)KHRSU>+i:HRl{1#)teHlti(:21)tg$:lo 
e5=b1t+LQst+fa2S 

2990 trS(1}=LQ§£+rlQrfyt+" " +r^aLStul4^' 
"’Hofi+LosE+rlorryl ||]| 

3000 tr£-(2>=Pcar£+uS*'’ '' + rcarJ+uS*" “*r 


carl+ut4-’" “freart 

5010 tr3{43='' '■tU6ri'yltLp&t+'' "tlsaUfu 
£^''' Llopry$’Hoet+Leie9 
3020 trJ£3) = learttwS*'* Lcar£4-vS*'* '^4l 

CAPS*" "*ut+itar| 

3030 RETURN 

3040 billA 15,3,20«,201,202,10,8,A,8,2»3,7«4 
,£05 

3050 bAT6 15,3,20#,201,201,201,?ft2,1#,S,6,a 
,4,8,£#3,204,204,204,205 
3060 MTA 15,6,£fl4,20fi,t0,6,8,£09,£H 
3070 bflTA 1S,4,£i;,2l4,10,6,a,?tS,£17 
3080 &AT6 15,5,210,10,e,2£#,15,7,££l,:21,f1 
,8,8,219,219 

3090 DATA 15,7,219,219,S,B,10,?21,£2t,15,5, 
223,8,11,222 

310# DATA IS,15,£24,££5,2£6,3,6,0,10,227,22 
a,££9 

311# frATA 15,3,230,231,232,8,8,8,10,235,234 
,235 

31£# DATA IS,4,£36,£14,234,8,8,a,10,237,237 

315# DATA 15,4,238,£38,£58,3,4,5,1#,£39,239 
,239 

314# DATA 15,16,241,a,10,242,11,1,1,15,3,24 
3,8,10,244 

3150 DATA IS,5,243,8,10,£44 

3140 ali='^''jFDR i=1 T0 PER^Ab d 1 + 

1 :NEJ!T:RETURN 

3170 RESTORE 1260:5TH6OL AlTEfl 20#:nEf1O}!T 8 
A2FF 

1150 SOUltD 1£9,t0B0,50,1#,1,1:5OUND 1,1000, 
0,1#,1,1:SOUN& 1,10#0,0,10,1,1 
1190 BDbE 0;I#K 0 ,#tPEN 1:PRINT:PfllNT:PRlNT 
!PRINT!PHINTEPfiINF;P(i|MT:PRIHT:PRINT 
3^00 t&xtl='' AHSFR#g'':6#SU0 130# 

5210 F#R 1>:8A300 TO 86414 


3££# READ d£:d=VAL< 

321# PPtE i,djNEXr 
3?4# CALL 8A1#0 
3£S0 RETURN 

3240 DATA 01,0E,A5,21,0A,A3,CD,D1,0C,[9,00, 
00,00,0#,1C,A3 

3£70 DATA C5,45,Al,[3,6D,A3,C5,95,A3,C3,b5, 
AJ,4C,13,45,S2 

3250 DATA B1,52,51,43,5£,01,4C,53,41,S2,B£, 
5£,53,41,52,82 

5£90 DATA 0#,6!),6E,00,DD,23,Dt,23,2D,26,0#, 
£9,£9,£9,29,ES 

1300 DATA bt,£9,£9,19,C9,F5,CD,31,A3,l1,00, 
[0,19,£3,06,03,Cl 

1310 DATA ES,Dl,£3,01,4E,00,lA,FS,1e,lA,ED, 
B0,1£,F1,1l,12,01,Bl,07,09,Cl,t0 
1320 DATA Ea,F1,H),20,D9,C9,F5,CD,lT,A3,11, 
4F,C0,19,£#,06,08 

1310 DATA C5,E1,&1,£0,01,4F,00,,1A,F5,13,1A, 
Et,0a,12,Fl,lB,1£,01,4F,08,#9,n 
1340 DATA l0,Ee,Fl,3D,20,D9,C9,F5,C6,31,A3, 
11,0£,C0,19,06 

1350 DATA 03,C5,£5,Dl,06,0£,lB,1A,FS,fE,04, 
33,#2,AF,1£,10,F5,06,4E,7E,FE,04,38,04 

336# DATA 00,77,23,11,10,Fj,06,#£,F1,FE,04, 
3g,0T,12,13,10,F7,01,B2,07,09 
337# CAT* Cl,1#,CF,Ft,3D,20,£1,C9,F5,ED,31, 
A3,11,49,C0,19 

338# SATA 06,#8,C5,ES,b1,06,0£,l3,lA,F5,FE, 
04,3S,0£,AF,1£,T0,F5,06,4E,7E,fE,04,3B 
,04,12 

3390 DATA 3E,00,77,2B.,1B, 10,F3,06,0£,F1 ,fE, 
04,38,0l,12,1&,10,F7,01,4E,0a 
3400 DATA 09,C1,1«,[F,F1,3D,£#,C1 ,t9 


ACU 



172 Union Streel, Aberdeen ' 94/96 Briggate, Leeds * 22 Oxford Street, London W1 


At the wmm GAMES CBiTm, mWe worke^^ 
long and hard to put together the UKSBi^EST 
RJUfGEofl^PmRSQmmE6JUIif£^^ W&ve 
got an unrivalfed selection ot . Adventure Games, 
War Games, Classic Games, Family Games, Sports 
Games, Business and Educational Software. For 
Spectrum, Qi, Atari, BBC, Electron, Commodore 64, 
Commodore C16, Commodore Vic 20, Elam, Enterprise, 
MSX, Amstrad and Oric machines. 

Plus a large stock of utilities, peripherals, chess computers, 
books and magazines - and a range of Sinclair, 
Commodore and Amstrad hardware. 

Amt if you find dmosing software haaf, 
we hase knowiedgeabte staff to heip you. 


GAMES CENTRE 




























Hr NOW AVAILABLE FOR THE AMSTRAD CPC 4641! 



iP£ CTADRAW J - TH E LATEST VE RS(0 N OF THE 
ORIGINAL AND BEST POOLS PREDICTION 
PROGRAM FORTHEABK ZX SPECTRUM!! 


AND NOW ... AMSTKA-PRAW- THE FIRST 
POOLS PREDICTION PROGRAM FOR THE 
AMAZING NEW AMSTRAD CPC 464!> 


• Supplied wtth Database containing data on over 10,000 matches 
srnce 19801 


• You updlate the Database each week - but rx) tedious typing, as 
team and division names already in program! 

• Errors easily corrected - the program even checks you r entries! 

• Comprehenstve instruction manual and menu driven program - 
easy to use, even for a riewcomer to computing! 

• Will forecast the feast likely draws for those who prefer to bet on 
fixed odds! 

• Built in perm genierator- complete your coupon direct from the 
screen! 


• Fully m icrodrive compati ble f (Spectadra w only}, 

• Compatible with Cu rrah -Microspeech - the f i rst pools program to 
read you its predictions! (Spectad raw on lyj. 


Spectad raw 3 for the 4S K Spectrum...£9.95inclusive 

Amstra-Oraw for the Amstrad CPC 464...£9.95 inclusive 

{Cheques/P-O.s payable to &. S. McALLEY} 


We dispatch every Monday with the database made up to include all 
nratch^ up to the date of dispatch, 


SPECTADRAW (DeptCLf), 1 Cowleaze,Oiarinor,OKfoPdOX94TD, 
(Tel: 0844-S2426} 
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iTchCfr PfltA 

IT.B6 

MSrtWiUy 

f7.£® 

TflBilt tuMerr 

ifl.M 

CKuckjEgg 

fS.» 

Siri^ eclat 

I5.B5 

IS. 96 
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EE.BK 
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HHFTE ORFitONE FORFREKCA TALOUbE 


o MICRO COMPUTER WORLD 



LLANE CLOSE, 


LONDON NWa 6QZ.TEL:0l^!ia-0«»S 
Accvsa Taken 


NEMESIS ADVENTURES 

"AHNDLD TEXT AD VENTUEES ARE LIKE A BHEATH OF FRESH AIR ' 
TKENBLE. P0P.COM. WSLY.DECim 
THE TRIAL OF ARNOLD ELAOKWODD. 

ARNOLD GOES TO SOMEWHERE ELSE 
THE WISE AND FOOL OF ARNOLD BLACKWOOD. 

Each adventure OG.SDtndusive. 

NEWniLES 

ANGELIOUEA GRIEF ENCOtlNTER EE.50 INCLUSIVE 
BHAWN FHEE... a budget price inlmlucltiiii b adventuring at EZ.XI 
(Yes tTmijnffily. 

Chqs.FDs br same dfiepatch Id, 

NEMESIS. ID CarlaiM Ro^, Hingstatil, 
_WDRTHAWTS, HN14 41IW. 


r CLASSIFIED AD ORDER FORM "] 

- Please write your copy in ca pital letters on the lines below and send to: 

1 Classified Ads, Amstrad User, Brentwood House, 1 

1 169 King’s Road, Brentwood, Essex ■ 

1 Rates: | 

1 Semi display £5.00 per single column centimetre (£4.50 for 6 insertions) I 

■ Wordage 25p per word (Minimum 10 words) 1 































1 NAME *___ 

For Office Use Only 

J ADDRESS... 




1 Conditions All copy strictly pre-pad. Copy must he received tiy 1 Dih of the month preceding cc^«r date 
[ Pubisher reserves the rignt lo mUise any advefiisement wiihoul noftice or ^ving reason. 
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Raland in Time is ior 
anyone with a CPC4B4! 
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CATASTROPHE 



This is one of the simplest and addictive games I have seen 
on the Amstrad so far, and, once hooked it is difficult to resist 
playing just one more game in the hope of reaching the 
ultimate target. 

Well, what's it all about? You have a company helicopter at 
your disposal With this helicopter you must pick up 
prefabricated building blocks from the supply ship and place 
them carefully one by one onto the building site. Having 
mastered placing the blocks in just the right position so that 
they don’t fall off into the sea, the task in hand appears easy 
enough. The weather, however* is not under your control and 
you only have a day in which to reach your target score. But 
don’t be misled by what is happening to the building site to 
the leff of the screen since the computer positions its blocks 
in a random manner, Choose your own strategy and stick to 
it! 

For each block placed, 100 points is awarded to your score 
and for each storey constructed, a bonus of 600 points is 
given. Therefore it is worth concentrating on an individual 
storey to obtain the maximum number of points possible 
during the time allowed for each days work. As far as other 
points of strategy are concerned, I will leave it for you to find 
out for yourselves.... 

Every now and then an overhead flying aircraft appears 
from the edge of the screen. Beware of a collision with this 
aircraft as it will result in the loss of one of your four 
helicopters. If the lighthouse starts to flash watch out for a 
change in the weather: earthquakes and hurricanes are not 
too drastic but an electric storm could hinder and perhaps 
ruin a whole days work if not enough thought has been given 
to the overall construction of the site. In other words* aim to 
build a construction that will withstand the most arctic of 
conditions. Once you have reached the target for the first 
day, a new target is given and you go on to the second day 
and carry on thus until the game is finished. 

On start up, there are two levels of play to choose from 
-amateur or professional The only real difference between 
them is that everything happens very much faster on the 
professional level, and that the daily score targets are 
slightly higher. Although it isn’t stated on the instruction 


page» it is possible to play the game with two players using a 
JY-2 and another joystick plugged into the back. Don’t 
forget to choose to do so before the game commences, 
otherwise the computer will begin to play as if it is in one 
player mode. 

The screen graphics complement the simplicity of the game 
and it is quite fim just to watch in demonstration mode. Look 
out for the rising of the sun at the start of the day and setting 
at the end. 

Overall, well worth a look at, although as it is such an 
addictive game its a shame that there is only the one screen 
to play... 


AUTHOR: AMSOFT/ANDROMED A SOFTWARE LTD 

FORMAT: ... Cassette 

PRICE: ..... £S-95 


GRAPHICS: . 

PLAYABILITY: .... 
ADDICTIVENESS: 
OVERALL: . 


**** 


MR. FREEZE 



This is a typical ladders and platforms type of game where 
the objective is to work your way from the bottom of the 
screen to the top by avoiding the many nasties and pitfalls on 
the way. The scene is set in the inside of a fridge which has 6 
compartments (6 screens) in all. Each has to be de-iced. The 
special de-ice button is located, of course, at the top of the 
screen and having made it that far, you must fight your way 
back down the platforms to be able to proceed to the next 
compartment, 

It all sounds very easy, and it would be if it weren’t for the 
laser guarded stairs. They are very tricky to negotiate at 
first but once mastered the task does become much easier. 
The only weapon that you possess against the other horrors 
that await, such as flying food, guardian robots and ice cubes 
is a flame thrower. This* incidentally, isn*t any use at all to 
flghtthe lasers. 

Fortunately, the compartments need not be de-iced in any 
special order. It is therefore possible to tackle the easier 
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REVIEW I 


screens first for practice before trying your luck at the 
harder ones* Our hero Mr. Freeze has 6 lives and as each is 
lost he is turned into ice before being reincarnated to 
continue the quest* 

1 thought it was rather a shame that there are only 6 
screens to negotiate (although some are very difficult) since 
once the timing of the jumps has been perfected and the 
lasers mastered, the initial impact of the game is lost. I found 
the graphics rather uninspiring. Although, to be fair they 
were very distinctive on the green screen monitor* For those 
without joysticks there is a sensible keyboard option. 


AUTHORr *. 

FORMAT: ... 

PRICE: .. 

GRAPHICS: .„..***** 

PLAYABILITY: . 

ADDICTIVENESS: 
OVERALL:. 


. FIREBIRD 

,*,***.*.. Cassette 
.. £2.50 

■ ■■■■■■■■■■■■■■■ 

** 


THE PRIZE 


practice, however, success can be achieved, but often with 
the result of continuing to another screen in too much haste 
and colliding with some other unexpected nasty. 

Fortunately some of the guardians can be destroyed on 
contact, thus preserving some of your precious laser bolts for 
more desperate use* At the beginning of play, you have 75 
laser bolte on board which, surprisingly, are soon reduced to 
none. Supplies can easily be replenished, however, at the 
Power Plant located on each level* 

Energy bases give you the required boost to become 
immune to the effects of the guardians. These are the most 
useful means by which you can explore and collect the code 
pods at leisure! Unfortunately, the immunity factor is only 
given for a undetermined amount of time and it never seems 
to be long enough.... 

If you enjoy a game which involves tearing around the 
screen and shooting at everything in sight, but with a 
certain amount of strategy and thought involved then this is 
probably for you* 

1 didn't quite make it to level 4 so I cannot hint as to what 
prize awaits you there, but I trust that it befite the 
determination it would take to reach the end of the game. 



This is a shoot-them-up game based within the confines of a 
maze. The ultimate objective is to find The Prize^ by solving 
the mystery of the maze with the help of your spaceship 
Almazoon, It is nicely presented with colourful and smooth 
graphics and all the necessary noises which go hand-in-hand 
with this type of game. 

The overall task is simple enough* You must, however,be 
prepared to persevere as the maze can become surprisingly 
confusing and finding your way to a particular spot whilst 
dodging a multitude of nasties can be difficult. Apart from 
avoiding untimely death, your main task is to explore and 
collect, in numerical order, the code pods which are scattered 
around the inner walls of the maze* After having collected 
all the pods, you must find your way to code pod B which will 
transport you to the next level where there are more code 
pods to collect until eventually you find yourself on level 4 
where the treasure is to be found. 

As you negotiate and pass through each maze portion, the 
screen changes to a continuing section in which youTl find 
another selection of nasties* The obstacles appear in four 
different forms: mutants, crushers, death drones and 
messengers. As their names suggest they can all be lethal. 
Both the crushers and death drones require lightening 
reflexes and it can take some time to decide on the best 
course of action when confronted with these. With time and 


AUTHOR: . AMSOFT/ARCADE SOFTWARE LTD 

FORMAT: . . . Cassette 

PRICE: ... . .. £8-95 


GRAPHICS: . 

PLAYABILITY: . 

ADDICTIVENESS:. 

OVERALL: .*. 

GHOSTBUSTERS 



■ ^,VrfWA\<rA'lC«ai ^ 


After almost everyone saw the film "Ghostbusters”, the 
computer game was lined-up to be a hit. First of all there was 
the Commodore version (people tell me this is the best for 
graphics, sound and playability) which zoomed up towards 
number one in the top ten* Then came the Spectrum version 
that was obviously not as good as far as graphics and sound 
were concerned, but still, two versions were in the top ten. 
Now it's Arnold's turn. You've got three ghostbusters and a 
ghost-inhabited city. Once loaded, you'll you find yourself 
tapping your foot along to J Parker Junior’s catchy tune. 
You are then asked to buy a car. Prices range from $200 for a 
VW Beetle look-alike right up to a $15000 sports car* Then, 
equip your vehicle with various ghostbusting weapons; 
ghost traps, marshmallow man detectors, PK energy 
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detector B and a pair of goggles that let you see ghosts, 

After loading-up) you set-off around the city. You have to 
move your famous “Ghostbusters” sign around blocks in the 
city. This maps your route to your destination. If you should 
pass a ghost you will have the opportunity to ‘bust* a ghost 
with your vacuum cleaner. On reaching your haunted house 
- highlighted in flashinared - you have to lay a trap and 
ensnare the ghost. This requires a great amount of skill, as 
you have to catch the ghost between the beams of your 
nutrona wands. If you should fail to do this, the ghost will 
‘slime* you. The quicker you react to an emergency calh the 
mofe money you obtain for catching the ghost in the trap. 
When all your traps are full, or if two men get 'slimed* you 
will need to return to HQ. If you have earned enough money 
from ghostbusting, you will be able to enter the dreaded 
Temple of Zuul. This is where you must go and close the 
Temple gates to stop Keymaster and Gatekeeper from 
meeting. Marshmallow man is there-so watch out! 



PHRKRiJt 


CHlifiCHSi 


U^JIO^i51 




TH 


2 


Unfortunately, there is no real variation in the game, 
Initially, it is great fun and the musical is wonderful. Once 
the attraction starts to pale, however, I reckon it would 
gather dust more quickly than usual as its addictive 
qualities are lacking. 


AUTHOR .. 

FORMAT . 

PRICE .. 

GRAPHICS . 

ADDICTIVENESS 
PLAYABILITY 
OVERALL .. 


Activision 
.. Cassette 

. £10.99 

****■ 

+ +Kh ....... I.- 


Hunchback II 


allow you to use either the joystick or to define your own idea 
of what makes a good keyboard control. 

The plot consists of wandering through five screens 
collecting The Bells (Der Bells made me dith way Mathter) 
while avoiding the best efforts from the bat population and 
the Notre Dame and District Ladies Archery Association. 
Successive screens add fireballs, cannon balls plus what look 
like low flying clods of chilli con came and are just as 
devastating. 

You leap on to moving ropes, platforms and hooks to get 
* from one platform to another. Strangely, you can manoeuvre 
yourself in mid air with the joystick thus defying Newtons 
Law of Commotion. This is necessary because you don’t seem 
to stick to a moving rope, platform or whatever unless you 
are moving a little bit sideways. Persevere, it is possible. 



The last screen has you shinnying up ropes to push clappers 
against some large bells. Ring all of these and you get to see 
(but not Mss) Esmarelda. She is only 3x2 character squares 
small but at least she is there. 

The Quasimodo character is quite well depicted and 
animat^ as long as he doesn*t try climbing a rope. Then he 
looks like one of those small green beetles that falls into your 
picnic when you sit under a tree. 

Animation of the other pieces is not quite so good, the 
cannon balls especially seem to flicker like a dyingstriplight 
when they get near the bottom of the screen and the clappers 
on the last screen are none too steady. 

There is a high score table, you move a cursor around and 
select your letters from a table on the screen. You can only go 
backwards or forwards and the nibout does not work 
properly thus giving rise to some very strange names and/or 
swearwords. '' 

This game is recommended for all budding campanologists 
,but did not have much lasting appeal to me. Some people 
might like this game and it is better than its predecessor. 


No prizes for guessing that this one is the follow-up to 
Hunchback. Subtitled “Quasimodo's Revenge”, this is one of 
a series of games released by Ocean all using a speed 
loader/protector (all of 15% faster than normal) and all of 
which fail to work on a 664, ■ 

The game starts with a garish loading screen which 
disappears three and a half minutes later, giving way to 
some music which sounds so jarring and wavery that it is 
almost funny. You select your options and the screen comes 
up with 'Heady ?”. Ready or not the game starts five seconds 
later but you do get hold and abort keys. The program does 


AUTHOR. - 

FORMAT .. 

PRICE 

GRAPHICS. 

PLAYABILITY .... 
ADDiCTIVENESS 
OVERALL . 


OCEAN 
Cassette 
.£8.95 

** 

** 


Continued on page 66 
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SD LANDMARKS 
YOU CAN FLY AROUND 


SUPERB REAL 
TIME SIMULATION 


MYRDDIN FLIGHT SIMULATION 



Here are some screens from a typical flight showing the view from the cockpit (top half of screen) 
produced as printouts of the actual simulator. 



A real time simulation with 3D graphics uses a massive 64000 x 64000 longitude & latitude flying 
area, making each flight completely different. Developed under pilot instruction to give realistic 
flight effect. The view through the cockpit gives moving 3D graphics. 

Comprehensive instrument panel with moving needle meters & digital displays. 16 aircraft types 
with varying control sensitivities & speeds of between 100 - 500 knots, 

3 runways available for refuelling^ take off & landing. Ground and landmark orientation correct with 
all flying attitudes (rolls etc). 

The 3D graphics are still accurate when 
you fly upside down. 

3D landmarks you can fly around* 

Comes complete with manual & fully 
detailed chart of landmarks & airfields. 


Joystick or keyboard operation. 


If your local dealer doesn*! have it In 
stock yet. order from u$ direct 
For despatch within 48 hrs. 

(usually 24 hrs.y 


I MYRDDIN SOFTV/ARE, PO BOX 61, SWINDON, WILTS. 

I Telephone! {0793) 40661 

j Pleas© seed me.Flight Simulatorts) by return of post for 

I the Amstrad CPC 464 

I NaiTte. 

I 

I Address ...;. 

.... Postcode... 

Cheque enclosed for£l 1.95 INC P&P (CASSETTE), £15.% 

INC P&P(DISC)0R Debit my A«ess A/C No,:l 


jn umj rain ilxii 

OR Tetephone through your Access Order, 

Signed.,..... 





























































































































101 Naughty Things to do 

with The 6845 


Warning! Amso^ dl&approves of a lot of 
the tricks in this article. This is because 
they do not use the legal calls given in the 
firmware manual and so they will Jiot 
work on all machines, wonie the 
lirmware may become confused and not 
beha veas eicpeoted. 


The impressive screen display capabilities 
of the CPC464 and 664 are due in no small 
part to a chip inside the machine called the 
6S45 h This isn't a very impressive name, &o 
it is often referred to as the 'CTRC’, which 
stands for ‘Cathode Ray Tube controller’. Its 
purpose is to look after the screen mode and 
make a displayable picture out of the data it 
finds in the screen RAM 
The screen RAM is an area of the CPC464^s 
random access memory which is devoted to 
holding the screen image details, As you 
know, a screen is formed from various 
textual characters such as V and so on, 
and graphics such as lines and circles. 

The 6845 is capable of looking after all 
these things for us, giving the CPC464 what 
is known as a 'hard screen', as it is 
controlled by hardware rather than by 
software. A purely hardware controlled 
screen is able to manipulate screen data at 
very high speed, but unless the computer 
manufacturer has spent a fortune on 
choosing the most impressive chip 
available, it can't do as wide a variety of 
things as a ‘soft’ screen. 

A soft screen is not ae fast as a hard screen 
because the microprocessor in charge of 
overall operations has to take time out to 
look after the production of the screen 
display, while those computers using a chip 
to do this can speed things up by sending the 
chip a few simple commands and leaving it 
to get on with it. 

Those nice guys at Locomotive and Amaoft 
have not been stupid. They've seen that 
they somehow had to come up with 
something almost as fast as a hard screen 
but at the same time as versatile as a soft 
screen. So they compromised, and used a 
mixture of both types to get the best of both 
worlds. 

Of course, there are always applications 
where you wish that something was not 
quite w^hat it is, but then the ingenuity of 
programmers wouldn't be called into action 
so frequently if eveiy^thing was perfect. 

Well, you pays your money and you takes 
your choice, and weVe got ourselves a 6845 
sitting in the middle of the machine ready to 
be programmed and produce some si^Kling 


special effects. You'll be pleased to know 
that really expensive computers like the 
IBM PC use a 6845 to look after their 
screens, as well. One ever^so-slight problem 
with the 6845 is that it's not that easy to get 
to grips with programming it. 

When the CPC464 is left to deal with the 
6845, it's well behaved and produces 
displays in all three screen modes as 
expected. Part of the compromifie involved 
with aofl/hard screen choice is that the 
cursor (the little flashing square just ahead 
of what you’re typing) is not controlled by 
the 6845, and neither is the selection of 
colours, '^e 6845 is certainly able to look 
after the cursor, but noton the 464. 

The Amstrad's operating system programs 
the chip most of the time, setting the TlaBe of 
the screen', the number of characters which 
can be displayed in a given mode, and so on. 
We can alter all this, setting the base 
address of the screen to any of four places, 
and altering the number of characters (and 
their size) which may be displayed at one 
time. 

To see how we tan do this, let's take a quick 
look at the insides of the beast. We see that 
it has IS 'registers', which are similar to 
memory locations except that they're 
located inside the 6845 rather than inside a 
memory chip. These registers are used by us 
to tell the 6845 what to do, and by the 6845 
to reassure ua that it's doing everything just 
as we asked. 

Fourteen of these registers are ‘write only', 
which means that we can put data into them 
(we'll gee how later) but we can't get 
anything from them. They are similar to 
memory locations which we can POKE hut 
not PEEK (WOM - write-only memory). 
Two other registers are ‘read only', which 
means we can read whatever the 6845 puts 
in them, but we can't put new values in 
there in the hope that the 6845 will do 
something with them. If we do try to write to 
these registers, the CPC464 hardware 
ensures that our efforts are ignored. 

The final pair of 6845 registers bear much 
more relation to memory locations, as they 
can be written to and read from. Tliey are 
known as '^read / write’ registers. 

Now, to select which of these eighteen 
registers we want to communicate with, we 
have to put a value into another of the 6845 
registers called the ^address register'. This 
value which we put into the address 
registers is used internally by the 6845 to 
point to one of its regi sters. 

The first register is 8 bits wide* which 
means that it is the same siae ag a memory 
location (1 byte) and can hold any number 
from 0 to 255. This register determines the 


by Adam Denning 


Tioriaontal sync frequency’, which is related 
to the number of characters which may be 
displayed on a line. It is one of the ’write 
only' registers’ and we'll refer to it as RO. 

The second register is also 8 bits wide and 
write only, and holds the number of 
characters displayed on a line. It's Rl. 

The third (8-bit, write only ) register is R2 
and determines how far off the edge of the 
screen the display starts. The larger the 
number in here^ the more leftwards the 
screen starting position. 

Don’t alter the next register (R3) unless 
you want an unreadable screen, as it 
determinea the ’sync'. If the sync is wrong, 
the display goes haywire (it isn't dangerous 
to the machine, but it isn’t a very useful 
effect). 

The next register (H4) is 7 bits wide and 
write only, and together with the next 
register determines the ’vertical sync 
frequency'. 

See above for the description of R6 (5 bits 
widew/o), 

R6 is 7 bits wide, write only, and 
determines the number of characters which 
fit do'Wn a page - in other words, the number 
of rows on the screen. 

Most of the other registers are concerned 
with light pens and cursor positioning 
(which isn't used on the Arnold), except for 
R12 an R13 which together form the base 
address of the screen. The CPC464 
hardware limits us a bit here, and only 
allows the screen base address to be at OOCX), 
40000, 80000 or COOO (all numbers in 
hexadecimal). 

Now that we know a bit about the thing, 
let’s have a play and see what we can do 
with it. 

To be able to program a ’peripheral chip’ 
(which ig what the 6845 is) in a Z80 system, 
we have to know which ’port' it lives on. As 
the 6846 has quite a few registers, it also 
has quite a few port addresses. The 
important one to use is &HBCxx (the ’xx’ is 
unimportant, and can be anything from 00 
to FF), which is the port address of the 
address register. 

We can’t PEEK or POKE the Z80’s ports, 
aa they are not ‘memory mapped'. We have 
to use the special Basic instructions INP 
and OUT instead. 

First tricky then^ type 



Weil, it might be useful for something!! 

Noiv for a bit of sideways scrolling, try this 
program: 


Page 62 


Amstrad User July 85 



















PROGRAMMING 


10 FORa-0TO50 

2OOUTfiH8C00,Z 

3OOUT&HaO00,a 

40 FORB=0TO 100:NEXTB 

SONEKTa 


By altering the value of the FOR.,NEXT 
loop on line 40^ you can get some really 
7.appy scrolling effects. They could give you 
some great game ideas. 


So what do we dc to get vertical scrolling? 
This is a bit harder^ ae we would normally 
alter the screen base address veiy slightly 
to make everything barrel-roll by one 
character. As the hardware inside the 
CPC 464 stops us from doing this^ we can 
only implement a alight vertical scroll. 

We do this moat effectively be altering the 
value in register R5, By making this vary 
between about 10 and -10, we can make the 
screen jump up and down by small amounts. 
If we go too much Outside these limits, the 


6S45 loses sjmc and the picture starts 
rolling endlessly. 

Now for total madness, we could combine 
the two and get a diagonally moving screen. 
The program below does this, but it gets a 
bit out of control at time. Experimentation 
with a few values here and there should 
produce some useful routines for use in your 
own programs. 


10 

whi L 

e 1 


20 

for 

a=0 to 

50 

30 

out 

SHBCO0, 

2 

40 

out 

SHBDOe, 

a 

50 

out 

SNBCOe, 

5 

60 

out 

SHBbOe, 

a 

70 

for 

b"0 to 

50:next b 

80 

next 

a 


90 

yend 




As w^e said at the beginning, and as you 
have probably discovered by now> 
programming the 6645CRTC may not be 
the easiest thing in the w^orld but it is the 
most fun! 

By playing around with various other 
registers, randomly outputting values to 
each one (try a few in com bination j too), 
youll be surprised at what effects you can 
drag up. With a chip as powerful as this, 
most things are possible and it all adds 
enormously to the scope of the machine. 


ACU 



Convert your664 into a 464 


A retrograde step ? Cliff 
Lawson explains why 
this is not always the 
case. 

Those lucky people who now have a 
CPC664 will moat probably have rushed out 
and bought several Anisoft games cassettes 
to try out the machine while waiting for the 
disc based software to appear in the shops. 
Unfortunately, you may well have 
discovered that .several of these games 
{Codename MAT and Pyjamarama for 
instance)' will not load, but atop with a 
'MEMORY FULU error. 

The reason for this is not due to any 
incompatibility between 464 and 664 
machines,(the same thing happens on a 464 
with a disc drive), it is caused by the disc 
ROM which claims 1264 bytes of memory 
for its owm use. On a 464 wnth disc the 
solution is simple -just don’t switch the disc 


on before switching on the computer. With a 
664, the disc ROM will always be powered 
up when the machine is switched on - there 
is no simple hardware solution by which 
BASIC can reclaim the memory used by the 
disc firmware. 

Help is at hand - if you type in the short 
program below and save it on a disc, then, 
whenever you wish to load one of the 
memory gimling cassette programs, just 
pup the disc in and run the program. You 
should be met with the message "BASIC l.T 
(or 1.0 if you use it on a disc based 464), 
PRlNTing HIMEM should now return the 
value 43903, rather than 42619 when the 
disc was working. A side effect of this 
program is that none of the disc commands 
i I TAPE, I DIR,etc) will function at all - the 
machine acts just like a tape based 464. 

1?0 6?FFf 

entry=SB0e0 

U@ F0lt Addr-0 TD 


Z 30 bytti 

POKE fntr;^ + flddr,VALi 
5Ui = siJ'i+VALf"B"’+b}'tel'> 

Z6B NEJtt .addr 

Z7B IF iOh <> 6^58 THEN PflINi "[>ala erra 
r-':ENP 

ZSB CALL if\try 
m MEU 

3BB Pl!lhlT NEiC$(sun} 

310 DATH td,ci,bt,7a,h3,?e,05,04,00,11,0 
6jt^,edj53,3e,,a0 

320 DATA ^d,43,3e,4#,21,lc,80,0fl,.fe^cd,l 

33fl DATA ed,4b,3e,S9,4S,3£,c9,52,cb,bt,2 
2,39,00,79,52,3b,ee 

349 DATA 11,40,00,Zt,rf,ab,df,39,50,#9,0 
0,#0,00,09,0#,00 


These lines were missed fi»in last 
month^s Writing Adventures listing. 

959F9fii=1to200#;NEITi 
955 WO 1500 
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Win a Printer. Win a Print 
Printer. Win a Printer. Wir 



Name .. 
Address 




COMPUTER 

Official Competition 

Entry Form 


These two people are the directors of the software house 
'Domark\ They got togged up to promote their new game 
'View to a Kiir' named after the new James Bond movie. One 
thing you can afford to do if you are a rich director is go out and 
buy a printer. In response to the many people who are not 
company directors who have written in and asked, we are 
offering a free printer. Better than that we are offering three 
free printers. The peopfe who really deserve the thanking are 
Datastar systems UK, they have given us three of thier brand 
new Gemini Star printers. The new model of the Gemini Star 
sounds really good. It offers near letter qualih/ (NLQ) printing 
and is both fast and fairly quiet. Each printer is worth about 
£300 s 0 if you don T e nte r you co u Id rea 11 y be m is sing ou t. 

How to win. 

Winning is sinnple. Put a caption to the photograph. The three 
entries which make us laugh the most will win . 


Rules 

1 The winners will be the funniest three entries which have 
arrived at the Amstrad Computer User office by July 30th, 

2 There is no limit to the number of entries any individual can 
make, however each entry must be on an official entry form; 
photocopies are not acceptable. 

3 Entries sho u Id be sen t to: Amst rad Com pu ter U ser, 

Datastar Printer Competition. 169 Kings Road, Brentwood 
Essex..CM144EF. 

4 No correspondence can be entered into regarding the 
competition. Entries cannot be returned. 

5 Thejudges'decision is final, 

6 No employees of Amstrad, Amsoft. or Amstrad User, nor 
their relatives may enter. 


Win a Printer. Win a Print 
Printer. Win a Printer. Wir 
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AMSTRADINTERFACESAMSTRADINTERFACES — 

***THISISNOTJUSTAMODEM,BUTACOMPLETESYSTEM,NOTHINGELSETOBUY++* —^ 


Incorporating aerial and parallel interfaces, to allow software control of all funotiong, each feature' 
controlled from basic wi th the bar t^o^lnnanda^ call from ru'c or on entering bar modem all controls are 
menu driven for ease of use, bel l/ccitt standards 300/300 600 ^ 

1200 1200/75 75/1200 full & half duplex, auto dial and auto 
answer CONTACT BULLETIN BOARDS, PRESTEL ^ 

COMPATIABLE, SOFTWARE BULITIN ON ITS OWN ^ 

SIDEWAYS ROM, UNIQUE PANEL DISPLAY, IT DISPLAYS 

WHATTHE MODEM IS DOING, MODE OF OPERATION, AND DIGITS WHEN AUTO DIALING, 
STANT)ARD B.T. PLUG CONNECTOR 

NOTE THIS MODEM IS NOT B,T, APPROVED 


MODEM 
£153,00 ^ 


^ SIDEWAYS ROM H: 
£26,05 


THE UNIT HOLDS 4 ROMS, EACH CAN BE 2,4,8, OR 16K IN 
SIZE INCORPORATING A DEVICE TO ALLOW •SLOWER*' 
ROMS TO BE USED LESS THAN AMSTRAD SUGGESTED, 
200ne, THAT MEANS CHEAPER ROMS FREE UTTLITY ROM 
WITHEVERYUNIT. 


RS232 

COMMUNICATE WITH YOUR 
MODEM 

TALK TP OTHER COMPUTERS 
USE SERIAL PRINTERS 
SPLIT BAUD RATES 
STANDARD 25 WAY 'D' CONNECTOR 


PARALLELPOUT 
MAKE THAT ROBOT MOVE 
CONTROL ELECTRIC ALAPPUANCB 
TWIN 8 BIT PORTS OPERATES DIRECT 
from SASIC 
2&14 WAY SPEEDflLOCK 
CONNECTORS 


8 Srr PRINTER PORT 
MAKE USE OFTHAT 8 BIT PRINTER 
ALLOWgCHARACTER CODES 
ABOVE 12T<IE 010265) 
PLUGS IS’BETTWEEN CENTRONICS 
PORT AND PRINTER 
CABLE 


£39.96 £22.57 £17,35 

ALL UNITS ARE CASED AND HAVE THBOUGH CONNECTORS * PLEASE ADD V JV 



•T.* 1 I ^ 


15 HILL STREET, HUNSTANTON. NORFOLK PE36 SBS. TEL<04853)2076 "EliCTROWICSS 


AMSTRAD 


LOAD 
&RUN 

OUR POLICY FOR 1985 IS TO PROVIDE SOFTWARE THAT EVERYONE CAN AFFORD. 


"WE HAVE l^AST RETURN SERVICE BY 1st CLASS POST FOR SOFTWARE ON RECEIPT OF ORDER" fOut of 
stock ilems ere a ulomal ically badu orde red and usually follow in a week} 

AND ALL PRICES INCLUDE P&P. IN U.K. FOR EUROPE ADO 50p PER ITEM OF SOFTWARE, FOR HARDWARE 
ADD E2.5C PER HEM UNDER ESC, £5,50 PER ITEM IF OVER £50 AND UNKR £200, OVER THIS JUST ADD 
£10 00. DOUBLE THESE COSTS FOR REST OF WORLD. 

AN D YOU 0 ET A 5Cp OFF NEXT PU RCHASE VOUCHE R WITH ANY SOFTWARE Ofl DER OVER £1S. 

AND WE DONT JUST CUTTHE PR ICES OF A SE Lf CTED FEW TO THE BONE. EVERYTH IN G IS DISCO U NTED, 


BOOKS 


UTILITIES 


PtSCSOFTWARE 


THE WORKING AMSTRAD 

£5.05 

MINIOFFICE 

£ 4.95 

ROLAN DIN SPACE 

£ 9.95 

THE 464 EXPLORED 

£7.95 

DEVPAC 

£19.96 

ROLANDINTIME 

£ 9.95 

MACHINE CODE FOR BEGINNERS 

£S.95 

HISOFTPASCAL 

£27.00 

SNOOKEft 

£ 9.95 

464 ADVANCED USER GUIDE 

£6.05 

HOME BUDGET 

£15.25 

CHESS 

£ 9.95 

AMSTRAD GAMES BOOK 

£4.05 

PITMAN TYPING TUTOR 

£ 7.50 

PASCAL 

£31.95 

SENSATIONAL GAMES f Oft 464 

£5.05 

EASIAMSCALL SPREADSHEET 

£14.75 

DECISION MAKER 

£22.95 

AMSTRAD COMPUTING 

£6.05 

ADVANCED AMS WORD 

£16.50 

MiCfiOSCRiPT 

£39.95 

PRACTICAL Pfl.OGjtAMS FOR 464 

£6.95 

MASTERFILE464 

£19.95 

MiCflOPEN 

£39 95 

YOU R f 1RST AMSTRAD PROG fWWI 

£6.35 

MACHINE CODE TUTOR 

£12.25 

ATVAMSWORD 

£19.25 

COMPUTE ft CHALLENGE FOR464 

£5.9S 

THE QUILL 

£14.96 

SCREEN DESIGNER 

05.95 

ACHILDS GUIDE TO THE 464 

£9.95 

SCREEN DESIGNER 

£l2.a 

THE QUILL 

£26.95 

INS AND OUTS OF THE AMSTRAD 

£7.95 



WASTE RFILE 

£22 95 





STARWATCHER 

£19.25 





PROJECT PLANNER 

£22.95 

ADVENTU RE/STRATEGY 

HARDWARE 


ENTREPRENEUR 

£22.95 

FOOTBALL MANAGER 

£ 6.25 

CPC 664 (MONO) 

£325.95 



CLASSIC ADVENTURE 

£ 6.5a 

CPC 664 (COLOUR) 

£435 95 




GAMES 

3D STAR STRIKE 

DALEY THOMPSON DECATHLON 

GILLIGANSGOLD 

KILLER GORILlA/GAUNTLET 

EVERYONE^SAWALLY 

PVJAMARAMA 

CLASSIC RACihiG 

ALL ROLAND GAMES 

MASTER CHESS 

SNOOKER 

G RAND PRIX DRIVER 
KOhtG STRIKES BACK 
TANK BUSTERS 
SORCERY 
ER’BERT 
DEFEND Oft DIE 
DARK STAR 
CONFUZION 
GHOSTBUSTEftS 
JET SET WILLY 
CHDCKIEEGG 
FICHTE ft PILOT 
MANICMINER 
CEHTRE COURT 
SPLAT! 

MUTANT MONTY 
BLAGG£fl 


BRIDGE PLAYEfl 2 £7.75 

KNIGHT LORE f S.4S 

FOREST AT WORLDS END £4.55 

emerald ISLE £ 5.65 

RETURN TO EDEN £7.76 

BATTLE FOR MIDWAY £7.75 

SOFTWARE STAR £ &.3S 

loros Of TIME f 7.75 


JY2JOYSTICK f g.95 

DMPIPRIMTcR £185.96 

DD1 DISC DRIVE £185.96 

lOC-15 BLANK CASS EUES £ 16S 

103"DISCS £ 35.00 

AMSTRAD SPEECH £ 34.K 


SEND YOUR CHEQUES/P,O.s 
Oft STAMP AN □ ADDRESS FOR Ll ST 

LOAO&flUN OEFT,ASU. 
P.O. BOX 123 
DAflTFORO 
DA15AA 


£ 5.95 
£ 7.75 
£ i.m 
C 3.75 
C S.SO 
f 6.45 
£ 6.50 


6.50 

6.50 

6.50 

6.50 

6.90 

6.95 

7.45 

4.90 

5.50 

6.35 

5.60 

8.95 

6.50 
£ 6.95 
£ 7.75 
t 6.50 
£ 6.50 
£ 6.50 
£ 6.50 
£ 6.50 
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Game of the Month 



No, not a sequel tn Ghostbusters but a innovative adaption of 
the classic arcade game Battlezone. In other words, a very 
good rip-off by those very nice Design Design people* It has 
more features than the original such as hidden line removal, 
wire guided missiles (well, joystick then) and a way of 
ending the game other than getting blasted or pouring Coke 
over the controls. 

The patter on the cassette cover and in the high score are a 
might more colourful than this article could hope to be. This 
game is in the tradition of their last hit, Dark Star, and uses 
the same high speed loader {which even works on the 
664),high score table, key definer and other bits (including 
the programmer and secret design studio in his bedroom) 

For those people who have been living in a pit on a desert 
island for the last ten years, the basic plot is to manoeuvre 
your tank around a plain littered with cubic and pyramidal 
obstacles. There are other tanks on this plain which you can 
spot with the aid of your radar scanner. They are a bit 
unfriendly but are slow and can be dealt with using a single 
shell* The scenery is done in (flicker free) 3D wire’frame 
drawing from the viewpoint of the front of your tank. One 
improvement on the original is that the battle tanks have 
hidden line removal Instead of seeing through the tank, it 
appears to be solid. The game ends when your shields are 
worn out or you have destroyed all the objects. Just one small 
omission from the original, you forgot the moon guys. 

There is a bit of scenery in the background to the game 
which scrolls smoothly past and includes mountains and an 
erupting volcano. The mountains and volcano are in the 
options tables, the mountains can be made to disappear and 
the volcano can range from being dormant to a super-dooper 
3D turbo Meagacano spurting out red stuff very 
realistically. What are those strange green flying squares 
for? 

Other options allow you to use wire-guided missiles to 
destroy the foe as well as ordinary, boring anti-tank shells. 
The problem is that while you are guiding the things you are 
not guiding the tank. The other tanks realizing this, home in 
on you whilst you are in the sitting duck position and convert 
your tank into a piece of metallic Emintaler cheese* Not 
surprisingly, the enemy gets increasingly violent 
throughout the game but they have a sense of glory in 
combat and only take you on one at a time. 

You can practically ensure a nice explosion by selecting an 
option which views things from the point of the missile, this 


is very dramatic* You zoom across the landscape, dodging 
the obstacles, until you hit a tank, an object, or run out of 
guiding wire. The view then snaps back to that of the tank in 
time for you to see all the little bits of debris bouncing 
around. This is very nicely done with suitable boinging 
sound effects. 

Speaking of the sound effects, they are done in glorious 
technicolour stereo (when played through a speech 
synthesiser or your hi-fi) but are mostly of the whirr, bang, 
crump type. I prefer playing to AC/DC at full volume. 

The game gives you a chance to recharge your shields by 
squatting on rotating red squares* These can be scouted for 
by firing off a missile and viewing the scenery rapidly. 
Another hint is to sit on one of these squares and blast the 
enemy as they come for you. 

As with Dark Star, the high score table is filled with 
apologetic graffiti on start up and the caps shift on the 
keyboard is backwards i.e* you type in upper case until you 
press shift. The high score comes up with messages when 
some names are typed in, Try typing in Dark Star, Mon and 
Rommel (a version of the same game on a Spectrum). Telling 
it to go forth and multiply also gets a response. 



The game has its faults, the [control] [shift] [escape] does 
not self destruct, overlapping objects tend to change colour 
and you don't get any sort of bonus for finishing, but it is very 
playable and promises to be better than Dark Star. 

Just one last word to the authors, ‘Tanks for the game 
folks*” 


AUTHOR ** 
FORMAT .. 

PRICE. 

GRAPHICS 


DESIGN DESIGN 

. Cassette 

.* £S.95 


PLAYABILITY ***.... 
ADDICTIVENESS .. 
OVERALL . 




3-DSTARSTRIKE 

3-D Star strike is not the first fly-around-in-space and blast 
everyth ing-in-sight game to appear for the 464. Other 
games that have a similar scenario include Codename MAT 
and, more recently. Dark Star. Starstrike and Dark Star 
have a lot in common. They both begin with a flight in space 
during which the budding pilot at the controls must see off 
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REVIEWl 


the enemy ships with his laser cannon. They both include 
sections where a planefs surface must be negotiated, 
dodging the buildings and flak. And the ultimate aim in both 
is to blast the central building/reactor on a planets 
Having played all these games and many others of a 
similar genre, I have to say that Starstrike is by far the best. I 
have come across. 



The game falls into four sections; the first consists of you 
against the enemy ships. These come in various flavours, 
each type of ship being shown in beautifully smooth and fast 
moving wire frame 3'I). As each appears in the distance, it is 
not long before he sends a devastating fireball hurtling in 
your direction “ it is more important to hit these, to save your 
shields, than it is to hit the point-winning ships. 

In the second section of the game, you fly across the planet 
surface shooting at the fireballs that emanate from the 
ground bases. You can also swoop and dive towards the red 
top buildings, firing all the time - each one hit not only 
increases your score, but gives a very satisfying explosive 
effect, with debris realistically flying off in all directions. On 
level 2 and higher, the short red buildings are joined by 
much higher green towers which you can fly between. Take 
care not to hit one as it will send you reeling into inverted 
flight. The majority of the green buildings have a further 
yellow section on top - hitting all of these grants a very 
attractive bonus at the end of the section. An on screen 
counter is decremented for each one that is successfully 
dispensed with. Missing just one or two of these yellow tops 
invariably means that the section is ended before one can 
achieve completion of the bonus. 

So, its on to the third section. This sees you flying down a 
narrow trench, the purple pyramidal gun towers firing on 
you all the while. To further hinder your progress, you must 
avoid the cab walks that span the trench. On the earlier 
levels, they occur just singly - however, on higher levels, 
they occur in pairs (the trench is only four cat-walks deep) 
this sees you frantically pulling back and pushing forward 
on the stick to avoid the obstacles so that you may almost 
become flight sick with the realism. On the even higher 
levels (should you ever make it), the trench is filled with 
walls that protrude from the side walls and half fill the 
trench - this means that you must be as adept at horizontal 
control as at the vertical control, 

On reaching the end of the trench, the fourth and final 
section should seem fairly straight forward. All one has to do 
is hit each of the two rotating cubic reactor pods on each side 
of the escape duct. Failure to do this means that you must fly 


the gauntlet of the trench once more, but, by this point, your 
shields will probably be Quite depleted, Success in this 
fourth section allows you to fly from the planet and just 
before entering hyperspace for the next encounter, you are 
given the satisfying delight of seeing the enemy base blown 
to smithereens in a truly spectacular explosion, with bits of 
the satellite sent flying in all directions. 

With your shields partly refilled, it‘s time to do battle with 
another squadron of enemy fighters. Of course, having 
proven yourself a worthy adversary, its just that little bit 
more difficult. 

The game can best be played with a joystick. However, a 
number of key combinations can be selected, The starting 
level can be chosen from a list of four - i would suggest you 
stick to ‘Easy' until you've won your wings. 

For all blast fans, this game is a definite must - by far the 
best shoot'em-up to appear for the 464 so far. If pushed to 
make a criticism, i might say that the difficulty increases a 
little rapidly for some. A neat solution to this, might be to 
include the following POKEs in the loader {&2665,0 
&2640,0 &.2641^0). The first keeps you on the same level 
every time^ while the second two ensure that your shields 
are fully replenished after every run. Unfortunately, I can’t 
give too much advice on how to install these as it 
necessitates breaking the protection of the BASIC loader 
-however, Fm sure the hackers amongst you will find it a 
doddle. 


AUTHOR ,„. 

FORMAT. 

PRICE .. 

GRAPHICS. 

PLAYABU^rTY .... 
ADDICTIVENESS 
OVERALL . 


Realtime Software 

.. Cassette 

..£6.95 

4ii4t4t4; 


COMBAT LYNX 



For those of you who thought Codename Mat was difficult 
this one is nigh on impossible. The easiest way of playing it 
requires two joysticks and the keyboard but it is possible to 
play vrith one joystick and keyboard or just the keyboard on 
it's own, 

The game requires a bit of strategy to play, as you have to 
supply two bases with personnel from the main HQ and take 
back the unlucky ones. You also have to defend the bases and 
the HQ from enemy attack using a fearsome (and 
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bewildering) array of weaponry. All is lost when the bases 
are overrun or you have mangled all three of your choppers. 
The game starts off with a number of choices for the 
controls* Using two joysticks leaves only the wire-guided 
(OhK* then, keyboard guided) missiles* On entering the skill 
level the game starts up to show you your head-up display 
and a section of the surrounding countryside* 

The view is from the point on the compass nearest the rear 
of the helicopter. This causes the view to flick round and you 
to get ill every time the chopper swings round through 90 
degrees* Annoying at times but it makes for fast code and 
you get used to it after the first three paper bags. 

The first thing you do is to refuel and re-arm with rockets, 
machine gun ammo, cannon ammo, anti-tank missiles, 
anti-aircraft missiles and mines* While you are selecting 
your arsenal, the program displays a beautiful 3D rotating 
wire frame drawing of a helicopter fitted with the weaponry 
currently featured in the menu* 

After loading up, you puzzle out which joystick does what 
and take off. If at this point you do not crash within the next 
30 seconds you are doing rather well. There is a map which 
can be displayed of the countryside which shows the 
contours of ^e land, enemy and allied concentrations and so 
forth. Unfortunately, you don’t stop moving while the map is 
up and if you are foolish enough to fly low at this point you 
get some crashbangsplat noises as you test the solidity of a 
hillside* 

Soon you learn to spot an enemy tank, sneaking up behind 
it and aim .. just in time to get blasted out of the sky by an 
enemy fighter. To avoid this, keep the anti-aircraft missiles 
selected until the last possible moment. They don’t need 
much aiming but you only get to carry six at most. 

When you have the time to look at the landscape, it comes 
in nicely from the distance and features on the ground get 
bigger and smaller with distance* Eventually you get the 
hang of it but it is hard going though once mastered this is a 
very absorbing game. 


AUTHOR *.. 

FORMAT ... 

PRICE .. 

GRAPHICS . 

PLAYABILITY .. 
ADICTIVENESS 
OVERALL . 


DURELL 
* Cassette 
.£8.95 

**** 


DEATH PIT 

In Death Pit from Durrell, you play the part of an intrepid 
explorer. You must go deep into a mine in order to find a 
possible maximum of 20 gold bars and a single gem stone* 
Points are scored for each of the bars that are returned to the 
tent on the surface close to where the game starts. The game 
is finished when the diamond is returned to the tent. At any 
one time, it is only possible to carry four objects, so several 
trips into the bowels of the Earth are required in order to 
succeed. While underground, a large battery shows how 
much power is left to light the lamp on your helmet while a 
large oxygen cylinder gives an indication of the remaining 
air that is needed to go through the submerged parts of the 
mine* 

As well as the gold bars and gem stone, your adventurer 
can carry spare batteries and air cylinders, but carrying 


these obviously reduces the number of other objects that can 
be carried. Spare oxygen and batteries are to be found on the 
ground near the mine shaft entrance* Objects are picked up 
by hitting the space bar then moving a cursor to one of the 
four possible positions and finally using the fire button to get 
an object - in this way it is also possible to swap a desired 
object with one that is already being carried, Another object 
that may be carried is a spade, this is not used for digging but 
for despatching the various nasties that inhabit the mine. 



While on a connecting ladder, one must turn aide ways for 
this defence to be active, so it is often necessary to stop your 
ascent or descent and move momentarily to one side when an 
undesirable approaches. In play, you wander relentlessly 
around, along the tunnels and up and down ladders, trying 
to find the gold and gem. The baddies occur in two types, 
those who are suspended from the ceiling of the tunnels 
(spiders) which appear occasionally and those that can move 
about freely (scorpions and another type of spider). 

The area of play is confined to a relatively small window, 
which is updated each time you walk out of one edge. In 
many respects, this game is similar to Roland on the Ropes. 
Both consist of large mazes populated with baddies and 
desirable trinkets. But, unfortunately, this game is nowhere 
near as good. The control does not seem to be as accurate and 
the part of the map shown does not scroll as one moves, 
which is a shame* The business of oxygen and batteries just 
seems like an unnecessary confusion as is the time limit that 
counts (reasonably slowly) up to 9999 at which point our 
hero expires. 

The monotonous, repetitive tune that drones on in the 
background might as well not exist. It will very soon be 
turned down anyway. Another drawback of the game is the 
fact that the maze and location of objects w ithin it is always 
identical, so once mastered, this game could rapidly lose 
appeal. This game does not really match the usual standard 
of games from Durrell, I think Td spend my hard earned 
pocket money on Combat Lynx every time. 


AUTHOR ...****. 

FORMAT.*************** 

PRICE .* 

GRAPHICS .... 

PLAYABILITY .. 

ADDICTIVENESS. 

OVERALL.. 





. Durrell 
Cassette 
*... £8*95 


* 
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AT LAST! 

The complete expansion system forAmstrad 
computers you’ve all been waiting for. . 


HS-Sl Sezial Interface far BASIC&CPM £35.95 
H5-S2Senall/Fforn£e under CPM only ..£29.95 

Built to the universal RS-232C standard, the HS-Si/2 serial 
interfaces are two-channel cards;, capable of operating directly 
from Amstrad CP/M without additional software. The transmit 
and receive baud rates far channel A may be set individually in 
software from 50 to 9600 baud, for applications such as 1200/75 
baud terminals. The baud lal^ for channel B are also 
selectable, but are not independent. 

The HS-SI is supplied with software allowing BASIC 
programs to use the interface for communications and serial 
printer support The HS-S2 is supplied without software for use 
under CP/M only. 

Channel A supports RTS, DTR, DCD and CBS type 
handshaking from CP/M, The HS^Sl will also support 
XON/XOFF or no handshake when used under BASIC. 
Channel B has no handshaking under CP/M, but can be used 
with XON/XOFF or no handshake from BASIC (HS-Sl only). 

The cards are supplied with one 25 way D-type plug, 
configured for DTE operation, with Channel B connected as a 
back channel 

General features: 

- HS-Sl/2 are supphed uncased with a Ihru-bus' for 
stacking expansion peripherals. 

- Comprehensive documentation. 

- Addrtio nal BASIC commands supplied with the HS-S1 

Send to HoneySoft Ltd. 

Box 489, Brentwood, Essex, CM15 8DX 
Please supply : 

□ HS-P1 Centronics interface and parallel interface card 
at £24d0 including post and VAT, 

□ HS^l Serial interface card at £35.96 including pc^ and 
VAT. 

n HS-S2 Serial interface card at £29.96 including post and 
VAT. 

□ HS~RX 14 socket sideways ROM expansion board at 

£ 18.35 including post and VAT. I 

Name.*..... 

Address .......... 

Address ........... 

Cheque/PO for £ ....enclosed 

Please allow tip to 28 days for deliveiy. 
FULL DATA SHEE^ AVAILABLE: If you require further 
information on the above and forthcoming products, please 
write, enclosing a stamped self-addressed envelope - thankyouJ 


HS-Pl 8-bit Centronics and 
Parallellnterface .... £24.10 

The HS-Pl comprises two 8 bit input/output ports where 
any of the 16 lines may be individually assigned for I/O 
functions, based on a Zilog PIO. All 16 I/O lines, hanshake 
lines and PSU lines are accessible on a 26 way IDC 
connector. Additionallyp one of the ports may be used to 
operate a Centronics compatible printer, with its own 
handshake lines for both BUSY and /ACK signals, leaving 
one complete 8 bit port available. 

The printer connects to a Od"' edge connector, allowing 
existing CPC464 printer leads to be used. 

“ The HS-Pl is supplied uncased with an 8 bit Centronics 
port on a 34 way edge connector 

- 16 bit parallel i/0 on a 26 way IDC connector 
’ Thru-bus for chaining peripherals 

- Comprehensive documentation 

- Supplied with additional BASIC commands 

- Compatible with other HoneySoft Amstrad peripherals 

HS-KXl Sideways ROM 
Expansion Caid .£18.35 

The HS-RXl provides facilities for up to 4 sideways ROMs, 
giving instant access to programs, combined with 
maximum RAM: no more loading from tape or disc. 
Support for parallel and serial cards available. Supplied 
with comprehensive documentation, but without ROMs. 

If an HS-RXl is purchased with an HS-Pl or HS-Sl, 
then support software is supplied in ROM, otherwise 
software is supplied on tape. 


Dealer and Overseas 
enquiries welcome 


Cominffsooa . 

HS-XMl Expansion inotheii>oard 

A backplane system that aUows up to 5 expansion cards to be 
connected. Complete with its own PSU and ribbon connector. 


Regislfiied Office: 26 Cresceni Road, Brentwood E^k 


HoneySoft. ■ it’s the bees knees ! 











































BOOK REVIEWS 

Peter Green 


On The Road To 
ArtiRcial Intelligence: 
Amstrad CPC464 

Jeremy Vine 
Shiva Publishing 
ISBN 185014 064 2 
102 pages 
£5.95 

These titles don't get any shorter, do 
they. 1 don^t think this one is too 
accurate^ either. My dictionary defines 
intelligence as ‘intellect: quickness of 
understanding'. Intellect is ‘the faculty 
of knowing and reasoning'. Current 
computer technology, be it an Amstrad 
micro or a Cray supercomputer, fails 
all of the above tests. A computer 
knows nothing; it reasons only in the 
sense that it will produce results from 
data using its list of rules (but so does a 
pocket calculator); it has no 
understanding. 

In essence, any computer is just a 
collection of switches that can be on or 
off. The switch states represent 
numbers, and can be altered using 
rigid rules fundamental to the 
hardware design. A machine code 
program is just a list of these rules. We 
can use the numbers to represent 
objects in the real world, and model 
physical and mathematical processes 
with suitable choices of rules to 
manipulate the numbers. But the 
whole process is completely 
predictable: given the initial state of 
the computer, we can always calculate 
the end state. It happens that by far the 
quickest way of obtaining the end 
result is to actually run the program, 
which is why we build and use 
computers. It just isn't sensible to talk 
about computers being intelligent 
The author himself questions the 
validity of describing computers as 
intelligent, but fudges the answer a bit. 
The trouble is, artificial intelligence is 
a nice buzzword with sales impact. A 
more honest title w^ould have been 'On 
The Road To Faking Intelligence’, but 
it w^ouldn’t have looked so good on the 

Page 70 



bookshelves. 

Please don’t think I'm attacking 
Jeremy Vine over the content of his 
book, because I’m not. It's just the 
labelling of it that bothers me. The 
book itself is actually a good guide to 
the techniques of text handling - the 
sort of thing that is so useful in 
up-market adventure games which 
allow very complex commands to be 
input and acted upon, or in the 
development of a really friendly user 
interface for a piece of business 
software, 

All the BASIC keywords for 
manipulating text, such as PEUNT, 
INPUT and the string-handling 
commands are covered in some detail, 
and much useful advice is imparted on 
good programming technique. 

The book closes with two long 
example programs. Sigmund is a 
version of the psychoanalysis program 
which takes the 'patient’s' input and 
chooses some very convincing 
responses which, at times, really do 
seem to constitute a conversation. 
Interviewer is a version of Sigmund 


which conducts a job interview. Both 
programs are impressive - at times 
you could believe a real person is 
answering you -but please, Jeremy, 
don’t describe the replies as intelligent. 
They are sensible, which not the same 
thing at all. 


Adventure Games For 
The Amstrad CPC464 

A.J. Bradbury 
Collins 

ISBN 0 00 3830760 
229 pages 
£7,95 

When I used to work on a computer 
magazine, the office was inundated 
each month with copies of books from 
all the major publishers: far more than 
we could possibly review. Often we'd 
get a string of similar books from an 
author, each with a different computer 
in the title. We’d joke in the office about 
these authors having good search and 
replace facilities on their word 
processors. 

This book falls into that category, but 
I'm afraid the author has very bad 
search and replace. It's a version of a 
previous book written for BBC owners: 
1 can tell because large chunks of BBC 
material have been left in. For 
example, he keeps talking about 
storing numbers in ‘resident integer 
variables' because CHAINing a 
program corrupts the variable area. 
This is true on the BBC but nonsense 
on the 464, (Anyway, it has no RIVs). 
He talks about using ? to access 
memory directly: this, too, is BBC, as 
the 464 uses PEEK and POKE, 

Page 201 states that arguments for 
user-defmed graphics must be hex 
values: this is nonsense on either 
computer. I typed in the Boolean 
operator demo on page 33 exactly as 
listed: it does not work as described, 
although the preface states that all 
listings in the book have been listed 
from tested programs on the Amstrad. 
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a bit cluttered at times. Nevertheless^ 
the treatment is at a very bask level 
and the dimmest of computer 
illiterates should be able to gain from 
it. It might even be more suitable for 
the 'truck driver and his wife' that 
Alan Sugar (pause to tug forelock) 
aims his computers at - Tm getting 
worried at the number of 12-year-olds 
who seem to know more about machine 
code than I do. 


Sixty Programs For 
The Amstrad CPC464 

R, Erskine, H. Walwyn, P. Stanley and 

M. Bgwe 

Pan Books 

ISBNO 330 287648 

303 pages 

£5.95 

If you like games and love typi ng, this 
book will give you many happy hours, 
A thick tome containing nothing but 
program listings to type in, covering 
just about every conceivable game and 
one or two more serious topics. It’s 
impossible to really review a book of 
this sort: all I can say is. I dipped in at 
random and got a simple Galaxian 
program which worked first time. At 
lOp a listing, how can you go wrong? 


REVIEW I 


Computer Challenges 
For The Amstrad 


Richard Hurley and David Virgo 

Duckworth 

ISBN 0715619799 

212 pages 

£6,95 


Here’s another book which claims to 
contain artificial intelligence 
programs. The authors justify 
themselves with this definition: .. the 
combination of methods employed in 
programming in order to make a 
computer solve or attempt to solve a 
problem by selective reasoning’. That 
sentence contains its own refutation 
-because computers do not reason. It is 
the programmer who does the 
reasoning when he analyses the 
problem and writes the program, 
which the computer then blindly, 
mechanically^ and predictably follows. 

Nevertheless this does not reduce the 
value of the book, which is actually 
about puzzles and games programs. 
The material used is rather more 
up-market than the usual 
kill-the-alien listings books, however. 
The first half of the book offers four 
puzzles in which you try to solve 
problems which use the computer 
simply as a passive display device. For 
example, the famous slidii^ puzzle 
(buy one for £1400^ and get a free 
Macintosh) starts off the section, and is 
followed by an on-screen Rubik Cube 
for you to solve, a crossword puzzle 
with a database as big as you want, and 
that classic found in every magazine 
article on rGcursion^ the Towers of 
Hanoi. 


This i s clearly not true. 

In short, the preparation and editing 
of this book are completely inadequate. 
It’s a pity, for many of Mr. Bradbury's 
comments on the actual structure and 
techniques of adventure game 
programming are thoughtful and 
relevant. Td disagree with his 
preference of gridded paper to the 
boxes-and-lines method of 
constructing adventure maps - the 
latter is much more flexible and not as 
prone to error as he suggests - but 
that's a matter of opinion. But 
whatever the merits of his adventure 
theory, how can I possibly recommend 
a book which doesn’t even know which 
computer it is describing. 

Collins have made me angry. I can 
understand publishers trying to make 
profits from the home computer boom, 
but if they sacrifice quality and 
accuracy just to get their snouts in the 
trough, they are treating you, their 
customers, with contempt. If you’ve 
already bought this book, complain. If 
you haven't, look elsewhere. Voting 
with your wallet is the only way to get 
the books you deserve. 

A Child’s Guide To 
The Amstrad Micro 

John Dewhirst and James Ryan 
Cambridge University Press 
ISBNO 521315611 
9Bpages 
£3.95 

This book is aimed at the younger 
programmer - there’s no age range 
mentioned on it but I’d say pre-teens 
would be a fair estimate. Thus the print 
is relatively large and simply-written* 
and there are numerous cartoons 
scattered about to break up the text. 
Many of these feature the five 
characters used to present each of the 
sections: PC Bobby Truemo who tracks 
down program errors, Mortimer Puce 
the artist, and Ms. O.C. Termup, the 
reference librarian. 

This is a good idea, as kids love to 
have silly names and characters like 
this* but together with the 'You try’ 
boxes, the 'Display box' showing the 
result after you type an example, and 
the ‘Make a Note’ boxes, the layout gets 
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The accond section m^kes thingis a bit 
trickier for you^ because it contains 
two-player games with the computer as 
your opponent. This can often give you 
a run for your money: not because the 
computer is intelligent, artificially or 
otherwise^ but because it is better and 
faster at blindly following rules. The 
games covered by this section are 
Othello, Noughts and Crosses, 
cribbage, backgammon^ draughts^ and 
Connects 

The two authors are both lecturers in 
computing at a Sussex College, so the 
programs are well-written in neat, 
structured blocks. Flowcharts and 
diagrams abound, A short section near 
the beginning of the book describes the 
keywords from the Amstrad’s 
Locomotive BASIC u^ed in the 
programs, and provides simple 
examples to back, up this tuition; so 
beginners need not feel lost. The 
listings are often several pages long 
but on page 214 of the book are details 
of a cassette, also available from 
Duckworth, which contains all the 
programs described in the book and 
costs £7,95, Not bad value for 10 
games. 

Practical Programs 
For The Amstrad 
CPC464 

Owen and Audrey Bishop 
Collins 

ISBN 000 383082 9 
172 pages 
£6.95 

If you’re the sort of the person who 
likes to type in listinp, but also likes a 
detailed description of their workings, 
this book is for you. The Bishops are 
noted authors and contributors to 
computing and electronics magazines, 
so when they say all programs are 
listed from a debugged and working 
Amstrad program, I think we can take 
them as accurate even if Collins are the 
publishers. Certainly I was unable to 
find any errors in programs or text. 
Furthermore the Bishops take great 
pains to describe the most probable 
typing errors you’ll make, such as 
mistaking lower case 1, capital I and 
the number 1 for each other. If the 
programs don't work, it’s probably your 


fault. 

There’s a pretty broad spectrum of 
programs here, 14 in all, and aimed at 
practical and serious, though simple, 
applications. Statistics feature 
prominently, with a Pools program, 
trend analysis, statistical deviation 
and decision analysis. Home owners 
can type in listings for planning space 
layouts, checking cashflow with a 
simple spreadsheet, doing accounts 
and watching the call charges 
accumulate while making phone calls. 
There are several varieties of database, 
and a Supersound program that makes 
it easier to develop sounds using the 
complex Amstrad SOUND command. 


the way SYMBOL AFTER works: I 
hope the listings were checked 
properly. 

The listings have a minimum of 
explanation, but they are printed in 
big, heavy dot matrix lettering which 
will be easy to type in. Better, each 
game has a screen photograph so you 
can see what you’re getting before you 
enter it (or buy the book!). This is 
unusual in listings books and is to be 
encouraged. 

Amstrad Magic 

Edited by Jack Walker W. Foulsbam & 
Co Ltd 

ISBNO 57201297 7 



An Amstrad CPC464 
Compendium 

Martin GandofTand Robin Kinge 

Addison-Wesley 

ISBN 0201154390 

108 pages 

£7.95 

This is another games compendium, a 
collection of 22 listings in Locomotive 
BASIC for a whole variety of games, 
fi"om traditional to modem, from 
games of skill to games of chance, plus 
a set of short graphics programs for 
amusement and a screen drawing 
program. The introductory chapter 
skims through the BASIC keywords, 
and it’s rather worrying that the 
authors are completely in error about 


96 pages 
£5.95 

The subtitle of this book is ‘Your First 
Programming Book’ and it is another 
one aimed at the younger programmer, 
or absolute novice. II goes into a great 
deal more detail than ‘A Child's 
Guide...', because the print is smaller 
and there are only a few cartoons 
included. The page layouts are also 
much neater and the book is easier to 
follow. However, a young child could 
well find the denser text more 
daunting to wade through: parent’s 
will have to judge which level of book 
would be more suitable for their 
offspring. 

As well as lots of short examples 
scattered through the text to illustrate 
points as they arise, an appendix gives 
two complete programs, a Mastermind 
t3Tje and our old favourite, the Towers 
of Hanoi. A useful book to keep your 
more thoughtful kids quiet during the 
holidays. 
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SPECTRUM 48K 
AMSTRAD 464 

£9.95 


GARGOYLE GAMES LTD., 74 K!NG STREET, DUDLEY, WEST MIDLANDS DY2 8QB 
Telephone: (Sates) 0384 238777 (General) 0384 237222 


















CHAtUrNGING SOFTWARE 


Tape £8.95 Disc £12.95 
































THE MUSICAL AMSTRAD 
Parts 


JEREMY VINE 


This month sees that last of the present 
series about music on the CPC464 (and of 
course nowj the 664!), ao I thought Fd 
complete the musical story by looking at a 
few ideas which utilise the micro to good 
effect. The Amstrad can be used in many 
ways and it's not only for sound effects of 
background tunes'. Aa this is the last of the 
series Tm going to consider a number of 
ideas for music programming - not all of 
them immediately obvious - and also look at 


how the Amstrad can be used in coixiunctioii 
with other musical instruments. 

Using a computer to produce music is great 
fun in itself, but how useful is a micro, even 
if it is an Amstrad? Considering the 
limitations of the sound chip, the sounds 
that can be created are impressive. But 
after formulating a lazer-gun zap or an 
explosion, you might begin to wonder 
whether there is anything else you can do. 
Well, there is. 


'Throughout the past few months, Tve tried 
to show that even if you're not a musician, 
you can still create music. However, true 
creative works are the realm of the 
composer and it’s one area that most of us 
wouldn’t even attempt to aspire to. So 
wouldn't it be nice if your Amstrad could 
compose music for you? 

The Composing 
Computer? 

The idea of a composing machine or some 
way of reducing the composing process is 
not new and delving into the musical 
history books reveals various attempts at 
relieving the musician of the need to spend 
hours on end, manuscript paper in hand^ 
composing. The problem, however, seems as 
impossible as answering the question of 
how we learn language. It's all a case of: 
what makes a good tune? 

Over the years, muak has not followed one 
straight road and this is shown by the 
diversity of music in different cultures. In 
the West, music has for many ceinturies 
followed a recognisable form that differs 
greatly from, say, Indian music. To our ears. 
Eastern music often seems unharmonious 
hut this 13 because of the way we have 
become used to a certain set of fixed inferval 
sounds. If you look at your User guide, you'll 
see a list of frequencies of sounds and their 
related pitch names (ie C,D,E,. etc), 

This forms the basis of most written music 
and if composing hioni a piano keyboard, the 
musician is limited to the range of 
semitones present. From this, we have 
developed the multitude of compositions 
and musical styles we know today. But 
music isnT; limited by these restrictions, It 
is always important to remember that what 
we are doing with music is merely juggling 
a set of dififerent sounds frequencies and 
hopefully ending up with something our 
ears find pleasing^ 

Now all that may seem veiy interesting 
but whats it got to do with computing? A 
lot, if you intend to teach your micro to 
compose. Because the micro ia basically 
very thick, we have to teach it how to 
compose and that ia not as easy as it sounds. 
Unlike writing a games program, where the 
purpose and final results are already 
known, a program that might compose 
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music has no known end-result, except that 
some noise will be made^ An understanding 
of the rules governing music is essential but 
as I said earlier, 'What makes a good tune?, 
and that unfortunately is not easy to 
answer. What is worse j is that there are no 
rules governing composition. So w'hen in 
doubt, turn to Mozart. 

The moat famous example of an 
auto composing method was formulated by 
Mozart (now known as Amadeus due to bis 
recent Oscar winning success) and was 
called the ‘Musical Dice Game', It is 
ideally suited to computer csonversion as it 
uses that old favourite of the silicon 
machine -random numbers, However^ 
despite the genius of Mozart , the end result 
is far from inspiring and in no way compares 
to compositions of the mind. But it does 
provide us with a set of rules by which 
compositions of a certain character can be 
created. These rules can be converted into 
programmable form and the techniques 
discussed over the past few months can be 
put to full use. 

In its own way, composing by micro is both 
exciting and surprising. 1 have not included 
a 'Dice Game’ program here because of the 
sheer length of code involved - the vast 
amount of code is musical data, rather than 
any complicated programming technique. 
You can of course try to create your own 
random music generators using the RND 
function but the first pitfall is the clash of 
subsequent notes causing usually (unless 
you’re really lucky) a perfectly horrible 
inharmonic noise. 

To get over this problem a few simple rules 
can be applied. Firstly, use different 
durations but not too many (two would be 
best) as this will add rhythm into the music. 
Different instrument sounds will also 
detract from the randomness of the notes 
generated and, finally^ apply a strict rule 
that eliminates repetition of notes or 
clashing unharmonious sounds. 

An ear for Music? 

Virtually all music programs written for 
micros that I have seen have involved a 
knowledge of music and make little or no 
attempt at tech music. I suspect many of you 
reading this have no background in music 
but, like most people, still enjoy music. The 
Amstrad is the ideal tool with which to 
learn the language of music. Patience is a 
great asset in any teaching situation and 
the micro i& wel I util ised in thia area. 

It is easy to write programs that test both 
the visual and auditory senses. The first 
hurdle faced when learning music is to 
understand all those funny dots and lines, 
so why not use the computer? An excursion 
into the graphics commands is needed but 


this need not be more than drawing five 
horizontal lines and placing a ^lob’ on or 
between lines. The position of the 'dot’ is 
directly relative to a note name and this 
information is easily stored in a DATA 
statement. 

Even if you dont understand music, the 
position of notes can be copied from a music 
notation book and a simple question and 
answer program is virtual ly fi ni shed. 

The same idea can be applied to testing 
knowledge of scales and key signatures. But 
visual tests are not aU that can be 
programmed. Using the ‘C rnsjor' program 
Irom April as a basis, extend the DATA 
statements to play all Major scales and 
randomly play any scale. Provide a 
'pitch-fork’ tone as a guide ('A’ is usual) 
before playing the scale and then see 
whether you can work out the scale. The 
same goes for testing the pitch of individual 
notes and it is easy to elaborate the process 
to make the task seem less learning 
orientated and more game-like. 

The same principles can be used in a 
random rhythm generator. In May’s article 
I converted the musical duration times into 
values that the Amstrad can understand. 
It’s not hard to extend that into a program 
generating a beat (you need only use 
SOUND statements). 


Scin tillatin g 

Synthesising! 


And now a few thoughts on interfacing the 
Amstrad with other machines. As a music 
machine the Amstrad is impressive but in 
no way compares to the likes of a 
professional synthesiser. However, there 
are options which you might like to think 
about, As a noise generation box the 
Amstrad may well have uses in the 
background but where it could really score 
(excuse the pun!) is in controlling other 
instruments. 

Compatibility is one word that is often 
used in computing circles but rarely exists. 
In the world of the professional musician, 
similar problems exist but one important 
standard is the implementation of MTDI. 
MIDI (Musical Instrument Digital 
Interface) is a means of linking musical 
equipment together and causing 
^nthesiaers, drum machines etc, of 
different makes to work together. The 
added bonus is that because of the nature of 
the MIDI interface (essentially a serial 
device), micros can be connected into the 
^circuit' and used as the controlling unit. 
The computer can then act as a recording 
studio and outputting the information to 
the relevant machine. 

'Great\ I hear you cry. But there’s a catch. 


At the time of writing this article, I haven't 
heard of a MIDI interface for the Amstrad, 
They are just appearing for other micros 
and it would seem likely that the Amstrad 
machines will soon have MIDI. The 664 in 
particular is ideal as the disc drive can store 
the vast amount of data needed. This is 
because synthesisers have many different 
'events' occurring simultaneously and 
much informatioD is contained even in the 
production of one note. 

The uses of MIDI is only just being 
explored and I hope that we will soon see the 
use of synthesisers and computers, 
side-by-side, in performance, Synthesisers 
are coming down in price and it's not 
inconcievable to think of a computer 
controlled band, 


And finally... 


And finally, I’ve given over the past few 
months a lightening tour around the 
Amstrad sound chip which is a pleasure 
both to program and to listen to, I hope that 
the intricate nature of the sound commands 
are no longer a mystery and if you’re a 
muscial novice^ that music itself is not as 
frightening as you might have imagined. 

1 haven’t concentrated on giving you loads 
of sound effects as the series has been in the 
main about music and it’s fun anyway to try 
your own effects. But I bow to pressure for 
giving some sound effects so here’s a few 
that I have used for my amusement, games 
ete. I won’t tell you what they - you’ll have to 
type them in and see. 


Program A. 

100 FOB mystery = 50 TO 150 
110 SOJNO l^mystery^ 

100 NEXT 

130 FOR (oop - 0 TO 45 
140 $O0N[> 

150 NEXT 

Program B. 

igg EHv 

110 SOUND 

1?0 fOH y = TO 2000 
130 NEXT 
140 SOTO 110 


And that really is that. This is the last of 
thU series for the time being but not the end 
of music on Amstrad machines. The 
exciting part of using the sound system is 
the unexpected variety of new sounds 
possible and that's where you come in. Play 
around, experiment -don’t be afraid. You 
might keep the neighbours up nights but 
who knows what sound youll discover. And 
if it's good, Bend it to us so that we can all 
listen. 


ACU 
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The Panther hasarrivecf. A fast sleeks 
good looking printer from DATAC 
that's leavfng other printers standing. 
Just look at the features that make 
The Panther the most exciting printer 
avaiiablefoday; 

• Friction feed and tractor feed for 
\/aryirjg paper widths. 

• SOc.p.s. 

• 80 c.p.l. with 40/132 optional. 

• Compatible with EPSOM Controf 
Codes. 

• BLOCK GRAPHICS standard. 


• True one line buffer with 
1152 Bytes, 

• Precision printhead for sharp 
quality printing anddurabilily. 

• Bi-directional logic seeking 
carriage. 

• 4,000,000 character life ribbon 
cartridge. 


• Centronics interface as standard. 

A Compatible with the AMSTRAD 
CPC 464/664; TASWOPD; 
TASCOPY: TASPRfNT. 

All th i s p I us more for on ly £2 7S, 
-LVAT 

• PANTHER 2 provides 120 C.p.S. Or 
NLQfor£3l9 +VAT 



DATAC LlJ^rTED, TurJor Rbad. AJtnnch^irn. CheshueWA H STM. TeJ: 061 - 3 Z36> I. DATAC G 


• Spectrum Personal Computer Centres. There’s one near you 
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Input and Output 

We have already seen in previous articles how numbers are 
input to the stack, by simply just entering the number, and 
also hoAv numbers are output from the stack by using the 
FORTH word'/ (dot). 

When it comes to the handling of strings of characters, 
FORTH is very much a 'do-it-yourself type of language. 
There are no string variables as in BASIC, and therefore no 
string handling words such as LEFT$,R1GHT$,MID$ etc. 
However, as with most things in FORTH, the-bare essentials 
are all there and it is up to the user to incorporate what 
string handling words are considered desirable. 

The first text handling word is EMIT, This will print out 
the number that is TOS as its ASCII equivalent. So 65 EMIT 
would printout 

To print out the word ‘YES’ you could say: 


S3 69 89 EMIT EMIT EMIT 


and this would do the trick. You could define a new word to 
print out 'x’ number of characters from the stack with: 


; DISPLAY 0 DO EMIT LOOP ; 


All you need to do now is to specify the number of 
characters that you want printed out from the stack. For 
example, 3 DISPLAY w^ould print out the word ‘YES’, 
assuming that the three numbers 83, 69 and 89 are on the 
stack of course. As we shall see though, there are better ways 
of outputting text than this. 

EMIT is not just restricted to the ASCII characters though. 
The codes from zero to 31 can also be used, which is very 
useful. For example, if you turn bo chapter 9, page 2 of the 
User Instruction Manual, you will see the list of control 
character commands that are available. To sound the 
‘bleeper’ in BASIC you would have to say: 


PRINT CHRSC73 


In FORTH you could make this rather more user friendly by 
defining a new word called naturally enough.,LEEP: 


: BLEEP 7 EHIT ; 


Any time you need the keyboard bleep, then just type 
BLEEP,,,simple! English could be defined to turn the 
transparent mode on and off: 


: TRANSPAREhT-OK 1 22 EMIT EMIT ; 

: TRANSPARENT-OFF a 22 EHIT EHIT ; 

A word to print inverse characters is easily defined by: 

: INVERSE 2A EHIT ; 

You could create other words just as easily for the other 
control characters depending upon your needs. This is a good 
indication of how ‘user-friendly’ FORTH can be if you use 
appropriate names for the new words. 

If you have a printer, EMIT is a Godsend! To set boldface 
type on my Daisywheel in BASIC would need: 

PRINT CHRI(27);CHR$(87); 

In FORTH you would say: 

: BOLOFACE 27 EMIT 37 EHIT ; 

All you have to do now (assuming the printer is XINKed’) is 
to type BOLDFACE and the printer is set to boldface. 
Setting the line pitch in BASIC^ to say l/8th inch would 
need: 

PRINT CHR$(27);CHR$C30);CHR$C6); 

The setting is given in l/48th inch increments - hence the 6 
at the end. In FORTH it could be: 

: LIME-FEED 27 EMIT 30 EMIT EHIT ; 

So now 6 LINE-FEED would set the linefeed to L'8th of an 
inch. 16 LINE-FEED would set it at l/3rd of an inch. Once 
again,,,very simple and very user friendly. 

The opposite te EMIT is KEY. This waits for user input 
from the keyboard and places the ASCII value of the key that 
is pressed bo the TOS. If you try: 

KEY . 


and then press [ENTERl, FORTH will wait for you to press a 
key, and then print it’s ASCII value, KEY is normally used 
for testing that a certain key, or combination of keys, has 
been pressed in response bo a prompt such as TRESS 
[ ENTER] TO C ONTINUE ’. You coul d then u se a ne w w ord. 
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DISKING, FREEPOST, Liphook, Hampshire GU30 7B8. Tel(0428) 722563 (24hrs) Twx888623 Telbur G 



CQ^.1PUTER 
.. CAKt 


MEMOREX 


TV/VDU Cleaning kit - value £5.64! 


ONLY 

£39-90 

exc. VAT 

(TOTAL INC. VAT £45,89) 


UKp&p£1.15 

inc.VAT 


Di 5i(i ng, FfiE E POST, Li phook, H ants, G USO 7&R tel (0428) 722563 

I claim my FREE MES^OREX VDU/TV cleaning kit with every pack of maxell CF2 cojiipact diskettes, 
Please rush me the to I lowing: 


■-maxell- 

3" Compact double sided floppy discs 


Please senct me your full catalogue of diskettesr Coloured diskette? and 

diskette accessories tick here.............. 

Name: -....-...... 

Add ress: ........ ............ 


Description 


Price incVAT 


__ Teri-Pack maxell C F2 Com pact floppy d isks 

Total goods va lue at £45-85 per Ten-Pack inc VAT 
Total post &L packi ng at £1 -15 per Te n- Pack i nc VAT 
Vafu e of chequ a to "d iski ng" {or cred it card N d . below i 


J 


with every Terr-Pack of rnaKell CF2 compact disk^ when you 
mention this magaiine. JusE fill in the coupon and sand with 
VOur cheque/credrt card number or telaphone with your 
credit card number. If you are a GovernmenE establishmeni, 
school, college or Unriveirsltv* we will accept official orders 
either hy p<iai or telephone. All orders at DISKING ire 
shspped within four wuilting hcmr^* ^YES HOURS]. 

** Slock allowing 


Tel No; ....... 

or p lease cha rge my cred it card No: 


Access ViSA fit Diners cards welcome 




We stock Verbatim, Memorex, Dysan, Maxell and Coloured diskettes, and we sell all diskette 
accessories including storage boxes and cleaning kits - please telephone for price list or see our 
double page spread in Personal Computer World. 
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say TEST-KEY bo test for the key pressed: 


: TEST-KEY BEGIN KEY 13 = UNTIL ; 


Placing the word TEST-KE Y in a program would suspend 
the program until the ENTER key is pressed. A string of 
characters could be input using a loop as in the new word 
GET-WORD: 


: GET-WORD BEING KEY &UP OUP 
EMIT 13 = UNTIL 
DROP ; 


This word will accept text input and place the ASCII values 
onto the stack until the ENTER key is pressed. The DROP 
removes the value for the ENTER key which is not requiredt 
and EMIT will ‘echo' the keys that are pressed to the screen. 
The characters on the stack could now be tested and 
manipulated as required. Of course^ this word is still far 
from perfect. What happens if the backspace key is pressed, 
or the ESC key? The values will still be placed onto the stack, 
when they are not required. Although making up these 
various types of words may seem to be easy at first glance, 
making them foolproof involves a lot more work. Just as in 
BASIC, a large part of the program may consist purely of 
foolproofing techniques. There is not enough room in these 
articles to cover foolproofing, but hopefully you will modify 
some of the words to cover this aspect. 

A more general FORTH word used for inputting text, is 
WORD. This will take the ASCII value on TOS and read in 
characters up to this delimiter value. Its main use is to *look 
ahead' at text. The FORTH word -FIND uses WORD to 
search the dictionary for whatever word follows. If you 
wanted to see if the word SWAP exists (which it doesi) then 
you would use: 


-FIND SNAP 


The delimiter value in this instance is a space, which is of 
course the main delimiter value used in FORTH. If the word 
is found in the dictionary, then a true value (1) is placed on 
TOS followed by the length of the name, and the words PEA 
(see last months article). If the word is not found then a false 
value (0) is put on TOS. You could make up a word to return 
the details as follows: 


: MORO? -FIND IF &fiOP PFA ADDRESS IS " . 
ELSE WORD NOT FOUND " ENDIF ; 


Now WORD? will search the dictionary for the word that 
follows and print out its PFA if the word exists, or tell you 
that it could not find the word. Bear in mind that -FIND will 
only work on the FORTH VOCABULARY and the current 
VOCABULARY if this is different from FORTH. If, for 
example the current vocabulary is FORTH, then WORD? 
CPIR will return 'WORD NOT FOUND'. The word CPIR 
does exist in the ASSEMBLER VOCABULARY though, so 
you would need to type ASSEMBLER firstly, and then 
WORD? CPIR. This time the word will be found and its PFA 
address printed out. Next month’s article will take a closer 
look at using the FORTH ASSEMBLER. 
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WORD can be used to input stings of characters directly to 
the dictionary. At compile time the string that is input is 
stored from HERE. HERE is a FORTH word that points to 
the next free memory in the dictionary. The first byte of the 
string will contain the string len^h once WORD has 
completed its routine. This can be used to set aside the 
required number of bytes to store the string into the 
dictionary, and to increment the dictionary pointer HERE 
accordingly. 

We can create a new defining word INS which at compile 
time will store the string that is input Into the dictionary, 
the first byte of the string being the length of the string: 


: 1N$ <BUIL[>5 HERE 

t Save address of HERE 

on stack )■ 


( Accept St M ng until 

<ExTEr> ) 

cS 1+ ALLOT 

( Get string Length fin 

aLlot 1 

D0ES> i 

( PFA t& Stack at fun 

t iitic ) 


This uses the <BUILDS and nOES> as described in last 
months article. The address of HERR is saved onto the stack 
first as this address will hold the length of the string. 13 
WORD will then accept the string up until the ENTER key is 
pressed. The length of the string is then returned by C S) and 
1 is added to this to take into account the first byte of the 
string which will be the length byte. The FORTH word 
ALLOT will then move the dictionary pointer HERE by the 
length of the string plus one. To see how this works, first 
enter the new defining word INI. Now if you wanted to 
create a string called 'OPTION-l' which was part of a list of 
options, you would say: 


iNi OPTlON-1 A - Display Menu of Chord Sh^pos 


Now IN$ is a defining word so it vrill compile the next word, 
OPTION-! into the dictionary. The <BUILDs part will store 
the string ‘A - Display Menu of Chord Shapes’ into the 
dictionary. Now that the string is in memory we need a way 
of printing it out or performing other operations on it. The 
first FORTH word of use is COUNT. If the address of the 
string is on TOS, then COUNT will place the length of the 
string on TOS. Note that the first hyt& of the string must be 
the length byte for COUNT to work correctly. The word 
TYPE will then print the string of characters given by the 
length and address of the string. If you have compiled the 
above string into the dictionary then OPTION 1 COUNT 
TYPE will print out the string. Remember that the DOES> 
part of 1N$ puts the PFA of OPTlON-1 on TOS when the 
word is run. The PFA of OPTION-1 contains the length byte 
and the string, which is then used by COUNT and TYPE. 

You could create as many strings as memory allows if 
needed with INI. Once you know" where the string is located 
in memory it is fairly easy to perform other checks on it. 
Words to simulate RIGHT$, LEFT$, MIDI etc can be created 
if desired. However, it would take up all this magazine to 
give examples and there are many other points to cover. 

Formatted Output 

On the better BASICs, PRINT USING is available for 
formatted output. FORTH has some very useful formatting 
words which w"ork on numbers that are output. If you were to 
type in the number T23’, it is the FORTH word NUMBER 
that turns the .string "1” "2” “3" to binary and puts it on TOS. 
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In this case a 16 bit number is generated. If NUMBER finds 
a decimal point anywhere in the string, then a 32 bit 
number is generated, The first of the formatting words is ,R 
and D.R which print a 16 bit and 32 bit number right 
justified by the value specified. If you try the following two 
words you will see how this works: 


: TEST1 10000 1000 100 10 0 
5 0 DO CR - LOOP Cfi ; 

: TEST2 10000 1000 100 10 0 
S 0 DO CR 5 -R LOOP CR ; 


Try chan^ng the value before ,R in TEST2 to 40 and the 
numbers will be printed out halfway across the screen in 80 
column mode. 

Other formatting operators are available but these must be 
placed within the two words < # (start formatting) and # > 
(end formatting). 

The number that is to be formatted must be a double 
number. The word S—will convert a 16 bit number to a 32 
bit number if required. Putting the value of zero on TOS will 
also have a similar affect The formatting words to use 
between < # and # > are; 


#S # HOLD SIGW 


These words convert the double number to a string which is 
generated downwards from PAD, which is a scratchpad area 
always at a fixed offset above HERE. After generating the 
string, the address of the string and its length are left on the 
stack. Using TYPE, as before^ will therefore print this string 
out. Try the following new word which will take a double 
number on TOS and print it out as pounds and pence: 


i MONEY 

<» 

(start formatting^ 


if a 

(convert two saaLLest digits - 

pence) 

HOLD 

(insert L ' i fit Cl the String 

) 


(convert any rBiiiainirsg digits- 

) 

HOLD 

(insert ttie pound sicm into string ) 


fenrf 0^ formatting 

) 


Now if you were to enter 123. MONEY TYPE the string 
printed out would be 1.23 - remember that the decimal point 
after the 123 is to signal that the number is a double number. 
Let's see how this works. The # word will divide the 
double number by the current BASE to generate the first 
character. Working in decimal (BASE 10) this would give 
123 divided by 10, which leaves a remainder of 3 ■ the first 
character of the string. The number left, 12, is then divided 
again by the the second # word. This gives a remainder of 2 
- the second digit of the string. This takes care of the pence. 
The word HOLD takes the value that is TOS and inserts its 
ASCII equivalent into the string - in this case the decimal 
point. The word #S converts the number remaining in the 
same way as #, until there is nothing left to convert. The 
pound sign is then inserted into the string by using 
HOLD. There is one prcjblem with the word as it stands. 
What if a negative value is input ? If you try it with MONEY 
the result is quite unpredictable. The formatting process 
requires that the number to be formatted is a positive 
number. This is easily rectified by using the word ABS 


which gives the absolute value of a number, just as in 
BASIC. As the word is a double number you will need to use 
DABS which performs the same operation, only on a double 
uumber. The only problem remaining now is to restore the 
minus sign when the string is printed out, This is where the 
word SIGN comes into use. This will insert the minus sign 
into the string if the number that is TOS is negative. In this 
case it will be necessary to DUP the number before 
formatting it so that it can be tested later on by SIGN, As it is 
a double number 2DUP will be used. The modified version of 
MONEY would therefore be; 


: HONEY 2DUP DABS <# 
if if 46 HOLD 
#S SIGN 
163 HOLD #> ; 


Try this out with negative values and you will now find 
that it works correctly. 

Some quite clever formatting can be done by changing the 
BASE value during formatting. For example - given a 
double number on TOS let’s try and output it as HOURS : 
MINS: SECS. First we need an operator to divide by sixty to 
give the seconds and minutes. The following word SEC/MIN 
will perform this; 


; SEC/niH DECIHAL if (convert fir«t digit if, dccfi^i) 

6 SASE ! (set BASE to 6 ) 

4 (convert next digit in hast 4 ) 

DEClflAL 5S HOLt } (restore BASE - insert T.' ) 


The new word CLOCK will then use SEC/MIN as follows: 


: CLOCK . 

(start fornatting 

) 

SEC/HIN 

(convert to seconds 

) 

SEC/MIN 

(convert to minutes 

) 

#E #> 

(convert rejnaining digits) 

CR TYPE CR ; 

(print out the string 

) 


Now if you were to enter 60. CLOCK you should get 0:01:90 
printed out. 12345. would print out 3:25:45. Remember the 
decimal point when inputting numbers. There is no error 
trap for a negative value but if you follow the previous 
example you should be able to add this to the CLOCK word. 
There is a time counter on the CPC464. The value of this is 
returned by TIME in BASIC, and this is measured in 
l/300ths of a second. Next month’s article {and the last in the 
series) will use a machine code FORTH word to return the 
value of TIME and use a similar type of formatting to that of 
CLOCK to ouptut the value. Despite the unusual format of 
the FORTH ASSEMBLER, machine code programmers will 
find FORTH an incredibly powerful language for developing 
machine code programs. As far as I know, no other language 
offers the sort of flexibility that FORTH gives * you could 
even create a type of ^High Level Assembled if you wished. 
For machine code programmers then, next month's article 
should not be missed. 

I will also try to take a brief look at some of the facets of 
FORTH that have not been touched on - mainly for the 
interest of programmers who may be toying with the idea of 
giving FORTH a try. 
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DATA STRUCTURES 

PART 2 


We saw iti the first part of this series on data structureSj 
that BASIC does not provide many built-in ways of 
structuring data beyond variables and files. 

In this installment we'll look at a special type of variable 
known as an array. 

The one-dimensional array 

Suppose you wanted to keep a record of the scores achieved 
by twelve students in various tests. One way this could be 
done would be to have a separate variable, one for each 
student. These could be calM, for example, Si, S2, S3, 
S12. Each can have a new score added easily, as in: 

1010 INPUT "ENTER STUDENT'S NUNBER";STiN 
10?0 INPUT "ENTER STUDENT'S SCORE'';SCfi 
1030 If SIN = 1 THEN SI = SI + SCR 

1040 IF STN = 1 THEN S2 = S2 + SCR 

1050 If STN - 3 THEN S3 = S3 + SCR 

There is a better way of doing this. Since all the students 

and their scores are logically related, it makes sense to treat 
all twelve variables as a group. This is achieved by using a 
type of variable called an array. An array is just like an 
ordinary variable but with sub-compartments. Instead of: 


SI S2 S3 S4 S5,..S12 

...we have: 


S(0) S(l) S{2) S(3) S(4)...S(11) 

This is a single variable, called S, with 12 
sub-compartments, each of which has a unique identifying 
number. 

A variable such as this is known technically as a 
subscripted variable or a one-dimensional array. 

To use an array in a BASIC program, it is first necessary to 
'declare' it. This is done in a so-called DIM statement (DIM 
stands for DIMension). Here’s how it would be done for an 
array with 12 subscripts: 

DIM sell) 

The name of the array appears outaide the brackets, and 
the number in the brackets shows how many subscripts or 
'cells' there are. 'But wait/1 hear you cry, '...there are only 11 
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subscripts'. That's because the number of the first subscript 
is S(0) (pronounced‘S sub zero'). 

Values can be assigned to, or read from, subscripted 
variables just as they are fhim ordinary variables. The only 
thing extra that you have to do is to specify the subscript. 
The value in the subscript does not have to be an actual 
number; it can be 'calculated' using ordinary algebraic 
expressions. 

Before actually running the following program, try to work 
out what results will be printed: 

10 oin sfin 

20 FOR X = 0 TO 11 
30 Y = 100 * X 
40 S(X) = Y 
50 NEXT X 

60 Z = SdJ + SC5) 

70 S(4) = SC6) 

00 SC9) = 1 
90 PRINT Sf9) 

100 PRINT SC4) 

110 PRINT SC0) 

120 PRINT SCI) 


It is worth noting that some varieties of BASIC call the first 
element of an array ‘1' and not '0' - a point to watch out for 
when trying to convert programs written for other machines 
to run on your Amstrad. 

At first sight, arrays may not appear to offer any 
advantages over individual, simple variables. But in fact 
they can make programming a lot simpler. Suppose you 
want to print out all the students' scores. Using simple 
variables, you would have to write a program segment like 
this: 

PRINT SI 
PRINT S2 
PRINT S3 


PRINT S12 

...but with an array you can do this: 

FOR LOOP = 0 TO 11 
PRINT SCLOOP) 

NEXT LOOP 
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PROGRAMMPj^ 


Multi-dimensional arrays 


The concept of the array can usefully be extended to two or 
more dimensions. A two dimensional array is like a grid, 
with rows and columns. It is sometimes helpful to organise 
data in this way, and easier to handle too. If, for example, 
you had a chain of seven retail stores and wanted to analyse 


their total sales month by month, you would have an exceh 
lent candidate for a two dimensional array. Actual figures 
might look like this: 


BRANCH 

MONTH 

CREWE 

POOLE 

HULL 

BATH 

SWANSEA 

ABERDEEN 

PENGE 

JANUARY 

12000 

8000 

9000 

11000 

6500 

14000 

lOSOO 

FEBRUARY 

9750 

7500 

6500 

9800 

4600 

11000 

9500 

MARCH 

10000 

8000 

7000 

10000 

6000 

12000 

10500 

’ 








DECEMBER 

14000 

11000 

, 10000 

13000 

9000 

1500 

12000 


An array such as this could be set up thus: 10 H = 11 ' H IS MONTH 

20 B = 6 ’ B IS BRANCH 

30 DIM SALES(M,B) 


It is now a simple matter to calculate total sales for the 
chain for a given month, total sales for the year for a given 
branch, or even total sales for the whole year for the whole 
chain. 

A two dimensional grid such as this is not always enough, 
however. Each store might have a number of separate 
departments, say, CLOTHES, ELECTRICAL, 
HOUSEHOLD and FURNITURE. If each branch returned 


sales figures every month separately for each department, 
you would need a three dimensional array to store the 
information. Using D to stand for ‘departmenf, you would 


include the statement DIM SALES(M,B,D). This array 
would then be equivalent to a block of cells seven across (for 
the branches), twelve down (for the months) and four deep 
(for th e departments). 


ACU 


AMSTRAD Computer User Programs on cassette and DISC! 


Yes, most (but NOT all) of the listings from past 
issues are now available (unprotected, of 
course) on tape and disc from one of our regular 
advertisers, Garwood (Wholesale) Ltd. 

We hope that this service to readers will help 
solve some of those problems that can occur 
when typing in programs (and those which 
occur when typesetting/listing them in the first 
place..,). We cannot guarantee to include all 
listings - but we may also include some extras 
that we couldn't find room for in the issue* 


*Tape£3.50/U$erCiubMemb&spay£3, Discs£6A5f 
members pay £5,95 

DISC 

£6.45 

(aubm.9S) 

IB Tape 1 cames a number ofadditionai programs we didn Tha ve space for 
in the Issue. Or\ty discs cany assemb/y Mings and ASCII text ^i$s. Issue 3 
discs a/sD Include selBCted material from the CPM UG library. Please note 
that although disc based programs can be supplied on tape, they will only 
run on machines with disc systems fitted!!. 



Pfease send me the foflowing CPC464 User tapes/discs (deieteas appropriate): 


Issues 1-3 ... □ 

Issue4... □ 

Issued. □ 

Issued .□ 

lssu«7...□ 

Issues ..*.□ 

*lencbse£$.50per 
tapeof £5.35per disc 
Total 




Name ... 

Address 

Town .... 

County ... 

Postcode .... 

Club membership number 


Pfease make payable 
to: CPCUserS&ft 
Send to 

Gardwood Wholesale Ltd, 

45 Ptovers Mead, Doddinghurst, 
Brentwood, Essex. 

Overseas customers please add 
£2 for air postage outside 
Europe, El for Europe postage. 
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GRAPHICS TOOLKIT 


PARTS 


By David Robinson 


This months program is a real whopper weighing in at 342 
lines ' and that’s without the TOOLBOX routines which 
weVe been developing over the last two months. It's 
interesting to note that^ apart from around 5 lines in the 
AIRBRUSH routine, none of this SKETCHPAD program is 
directly involved in drawing on the screen! Most of the code 
is devoted to the interface with the program user and yet by 
commercial standards this program is not especially robust 
and is also still a tiddler^ 

Before looking in detail at the important areas of the 
program it’s sackcloth & ashes time while I tell you about 
last month’s two BLUNDERS. The first is in the REMAP 
JOYSTICKS routine where I forgot to redefine MOVE 
RIGHT] Pleaae insert a line 

22465 KEY DEF 75,1,243 

The second goof was in line 10100 of the MOVE GRAPHICS 
CURSOR routine for the SKETCHPAD program which 
should be 

10100 PLOT CX5i,CYK,3 

without which the CURSOR tends to become invisible. 

Figure 1, shows an overview of the program lo^c with the 
routines being divided between COMMANDS and CURSOR 
MOVEMENT. The sketch was prepared by the program and 
saved to disk from which it can recalled VERY quickly. 
You should type in the program and then MERGE in the 
TOOLBOX routines most of which are used by the 
SKETCHPAD. If ynu haven’t got the last two issues with all 
the necessary routines then they can be obtained by writing 
in for details of BACK ISSUES. 


OPERATING INSTRUCTIONS. 

1. CURSOR MOVEMENT can be either by JOYSTICK 0 or 
using the keyboard CURSOR KEYS. 

2. ENTER and FIRE are used to make any individual 
command GO, 

3. COMMAND selection is by pressing the SPACE BAR. 
Each press will move the current command on by one as 
indicated by the ladder menu on the left side of the 
screen. 

4. flashing prompts will guide you through each 
command as fol lows- 


LINE 

- set start and finish points by pressing 
ENTER or PHtE in response to the FIX S & 
FIX F prompts. 

BOX 

- set OPPOSITE corners of the box by 
pressing FIRE or ENTER. 
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DOTLINE 

CIRCLE 

ELIPSE 


PAINT 


AIRBRUSH 


- as for LINE but enter the spacing factor 
as an integer between 2 & 8, 

' you can set the interval between points 
on the circumference. Next set the centre 
point then any point on the circumference. 

- as for CIRCLE but with added inputs for 
FLATNESS (the higher the number the 
flatter the shape). Note the ELIPSE 
routine can take an ARC parameter which 
has not been implemented here in the 
interests of brevity but you could easily 
add this yourself. 

- just set the start point by pressing 
ENTER or FIRE. The SURE ? prompt is 
there to ensure that you check that the 
start point is inside a closed shape, 

' This command only works when ENTER 
or FIRE is kept fully depressed. You can, 
however, use the MOVEMENT keys at 
the same time so as to pass over the surface 
being painted. Press DEL to return tc the 
normal COMMAND select mode, Note 
that to paint whilst moving you should 
press EOTER or FIRE before pressing the 
movement keys. 


TEXT - allows you to set the start point for text 

‘ entry which will end at the right margin or 
on pressing ENTER which ever comes 
first. Note that ASCII codes are printed so 
DEL will give a CHECK pattern. 

SCREENDUMP - choose between Amstrad or Epson types 
-if you have a faster version then you can 
subtitute calls to your own routines in 
lines 17075 & 17080, The SURE ? prompt 
is only there because the BASIC versions 
take a while. 

ERASER - this works like BOX but in reverse 
-filling your defined rectangle with 
BACKGROUND colour. 


QUIT - returns you to BASIC after checking that 

you really meant to QUIT. 


The empty right hand ladder menu Is there both to make 
the screen look tidy and for you to add some of your own 
commands which have been left out because of apace 
requirements. Some obvious areas for additions are: - 

1. Control over ARC in CIRC LE and E LIPSE, 

2. Colour changes. 

3. A fast BLOCK FILL - have a look at ERASE to see how 
this would be done, 

4. A GRID command using repeated calls to the DR A WBOX 
routine. 

5. Finally how about a KEYBOARD MACRO using the 
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FEATTOESl 


KEY command of LOCOMOTIVE BASIC by saving 
successive keystrokes in a string which could then be 
allocated to a function key. 


REM 

5ft REfl ** SKEKHPA& far AIISTBIiDifii* 

40 REfI *« 

5ft REtl **tt*****»»fr***int*****tt*****^ 

^ft Rlfi 

Iftd l^{?5UB 11100 ; REn INITIALISE 

110 ■ 

115 CLS 

1 Z 0 EC^UB 11500 i REfl PSIRT S'CHEEN 
150 S«SUB 10000 

^00 I$=INKET 3 : IF 11 = '"' THEN IM 
S 10 IF Zt^ClfRSi:?!^! THEN CKK^ASCdl) : i 
f^SUB 10000 

nt Branch = - 1 MIJ = tHRt()J -?^{ 2 S=CH 


HStlS)) 

230 0 N Branch iOSUB 14000 ^ 1 
299 ftdTO m 

9999 STOP 

10000 REM 

10010 REM 4 MOVE ERAPHKS Clil 11 S 0 R * 
10020 REM ***»#***it*»*****»*****n***** 
1005 ft REM 

10040 ' PL 0 T CKSjCTJ ^CBE 
10050 IF l;i¥S -?40 THEN C CSll ! U C 

lft>i;THK THEN CtE^ETHK 
10040 IF CM 5 ! = ? 4 T THEN CTK^Cri-CSJ! : IF C 
Yl^CtU THIN CU=CTLS 
10070 IF m- 2 i 2 THEN tJfS^Clfl’CSS : IF C 
U<ZXU THEN C 1 !I=C)(LS 
100 S 0 IF ClU :-243 THEH OK-CSTl+CS? : IF C 
KS^CXIU THEN C 1 t 3 = CXHK 
10090 C 0 :! = TESTCCXK,CT 31 
10100 PLOT 
10110 RETURN 
11000 REN 

11010 tan A INITIALISE t 

1102 # REM ****»»im********^ 4 i**i*^^n** 
11050 REM 
11040 C 0 MMi 1 ND = 1 
11045 PAIlAN=l 
11150 cn -200 

DCa tign 
11040 :rj -520 
flcation 
1 1070 CS)! = 2 


REM Current T 1 


REM Current K I 


REM [ursDr save 


■ent 

1 1080 tTH 3 i = 594 


REM Cursor T ta 


KiNUR vaLut 
11090 CTLi -4 

ninuh value 
11100 t)(HS = 532 

KiBui vailue 
11110 CJ(LK= 10 B 


REM cursor T mi 
REM Curs-cr % m3 
REM Cursor X »\ 


niRiit vaLu# 

11120 GOSbft 22400 t REM RErvap joyst 
1 cics 

11150 T1TLE1="5KETCHPA0 far AMSTRAD CPC4 

647444'^ 

11155 &^Uy =50 
11140 M 1 HSE 1 


11 U 1 MI]! = 2 

1tU2 N1NR0N41,1,6,1,25 

11 U 5 M 1 NE)CIN( 2 , 35 ^ 40 , 1,25 

11150 INK 0,15 

11160 INK 1,0 

11165 PLOT 1 , 1,1 

11170 INK 2,4 

HIM INK 5 , 0,24 

11190 BORDER 24 

11195 PEH 1 

11200 « 05 UB 20400 : REM Progr^q fra 

ni en^^ 


11499 RETURN 

11500 REM 

11510 REM * DRAV SCREEN FRAME A 

11520 REM 

115 . 5 # HEM 

11555 eoSUB 1200 # 

11540 TLi=# ! Tly =599 : 0 ni =639 : 8 ry 

^0 

11545 PLOT 0 , 0,1 

11550 G 0 $:i 9 B 20200 ; REM Orjyboi! 

11540 PLOT 100,0 
11570 ORAN 100 , 599,1 
115 »ft PLOT 540 ,# 

11590 DRAV 540,599 
11400 xsl ^0 : sifS =100 
11410 FO« LS =12 TO 592 STEP 32 

11420 PLOT 1 !s£,L ;1 

11430 DRAW xf%,lt ’ 

11440 NE'KT 

11450 iSl -140 : jf 1=439 

11440 FOR J.S = 12 TO 592 STEP 52 

11470 PLOT K 9 l,LS 

1 I 4 S 0 ORAN xfi;,Ll 

11490 HEIT 

11999 RETURN 

12000 RER 

12010 REM ± PRINT COMMAND'S » 

12020 JtEM ***"****A"*"*'A**'*"*i**"*"A''^'*»■#■*■*tr 
12030 tEM 

12040 DATA "LINE ","BDJi ",^'HlME ^"C 
1 RCLE'^,"ELIPSE'',"PAINT ","BRUSH'"," 
FILE ^^'^TEKT '%‘' 5 UMP ","ERASER" 
,"QBIT " 

1205 # RESTORE 1204 ft 
1204 # FOR Ll =1 TO 12 
1207 ft REAO Cf 

12 fftft LOCATE 1 ,LI *2 

12 # 9 ft IF Ll^CQMMaNP THEN PRINT CffRSI 

24 ); I REM INVERSE ON 

12100 PRINT CS; 

12 T 10 IF Ll^COMMAHR THEN PRINT [HRS< 

24 ); ; REM INVERSE OFF 

12120 NElT 
12199 RETURN 

12500 REM t * ife A ik« * ^ # itt-A-A t 

12540 2 l=INKEYS : IF It-"" THEN 12540 
12550 IF ?t?CHRBC 259 ) THEN CMT=ASC{It) : 
GOSUB 1000 # 

12540 IF Zt<>CHRt( 13 I THEN 12540 
12599 RETURN 
1400 # REM 

14010 REM * CHANflE CURRENT COMMAND * 
1402 # RIM »**f******i:*** 4 **ti***t+*#iV* 
1405 ft REM 

1404 ft COMMAND^COMMiANOtl 
1405 ft IF COMMANO > 12 THEN COMMAftR - 1 
14 ft 4 ft GOSUft 1150 ft ; REM PRE 

NT COMhAHDS 
14070 Ii=INKEY$ 

14099 RETURN 

15500 REM ***"*"****■*■■*■■*-it*■■*■*■*■»**■■*■*tiKmut 

15510 REN * CLEAN NON DRAUING 

T 5520 AEM 

15530 ftEM 

ISSSS CiS #1 

1554 # CLS #2 

1555 # RETURN 

14 ### REM ******'*"****i'+'*'***(H-Ai!#*"*'*t*'* 
14 # 1 ft REM * EXECUTE CURRENT COMMAND A 
14020 REM ****■*■*■■*■*****■+****"*"****'A"A#A** 
14050 REM 

14040 ON COMMAND GOSUO 16104 , 16200,14300 
, 14400 , 14500 , 14400 , 14700 , 1480#,169 


00,17000,17100,17200 
14099 tITURM 

1610 # REM t*^**#^'#'*!* LINE 
14105 LOCATE 35,22 
16107 PEN 3 

1611# SOUND 1,2ee,10,,7 
16115 PRINT "FIK 3" 

1612# G0SU8 12500 
16125 XSl-CXS : YS1=CV1 
16127 PLOT XSX,TSX,2 
16130 LOCATE 55,22 
16135 SOUND 1,200,1#,,7 
16140 PRINT "FIX F" 

16US GOSUB 1.2500 
14150 !(Fl = CXX ; TFl=CXK 
14152 PLOT XS3,tSl,2 

14155 IF C0MHAND = 1 THEN DRAN i(Fl,VFl,2 E 
LSE IF COMMAND^} THEN 4CSUB 21500 
16160 LOCATE 35,22 
14T65 PAINT " 

14T70 PEN 1 
14199 RETURN 

16200 REM *■ A+-t**■ *"*"** BOX *#*"*■**#*’*■*■*’* 
14205 PEN 3 

14210 50UNO 1,2flO,10„7 
16215 LOCATE 35,22 
1422# PRINT "fll T" 

16225 GOSUB 125ft# 

1623# TU = CXX : TLy=CTl 
162JS PLOT CX!;,CTS!,2 
1624# cbX=2 
16245 LOCATE 35,22 
16250 SOUND 1,200,1#,,7 
162SS PRINT "FIX B" 

16240 PEN 1 
16245 GOSUB 12500 
16270 Bns=(X2 3 Bry=CTX 
16275 PLOT CXJ,CTK,2 
16277 LOCATE 35,22 
1427S PRINT " 

14280 IF C0MMAN0=2 THEN GOSUB 2020# 

142S5 40SUB 10000 
14299 RETURN 

16300 REM **J**tti DOTLINE kki,**ik***t± 

14305 LOCATE 35,20 

1431# PEN 3 

16315 PRINT "STEPT'“ 

1632# LOCATE 35,22 
16325 PRINT "2 - S" 

T6J3ft iS=IBKIYt : IF it="" THEN 1633# 
16335 IF il^'-2'' OR TUEN SOUND 1,1 

00,10„7 ; GOTO 1633ft 
16J40 LOCATE 55,22 
16345 PRINT " 

16350 ds=VAL(zt) 

16355 GOSUB 14100 
16340 LOCATE 35,20 
14345 PRINT " 

14399 RETURN 

14400 REM CIRCLE 

14403 OOSUB 16300 

14410 TAS^XFX-XSlt 
14415 TBX=TFl-r5J 
1442# llX = SeRi[fAL*TAX^T#K«TB]£) 

14424 PLOT CXX,CTX,2 

14425 CBS=2 

1643# IF caiAiand-4 THEN GOtVB 220ft0 
16435 LOCATE 35,20 
16440 PRINT " 

16499 RETUflN 

16500 REM ********■*■ ELIPJE *********** 
16505 PEW 3 

16510 LOCATE 35,20 
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r-=y'‘±. 








16515 SflUMP 1,?e0,10,^7 
165^0 PflINI "FLITK" 

16525 LOCAIf JS,22 
16530 PfiJNT "I - 9" 

16535 iS = IN«EVI : IF 1% = "" THEN 16S-JS 
16540 If it<''r OR I5>"9" THEN SQU1I6 1^1 
00,10,,7 : tflTQ 14555 
16545 fF-l-(VftL<IiJ*0.1> 

16550 50SUB 14400 
16SSS ftR=1 
16554 PEN 1 
16560 CQSUB ^^00 
1659P fiEfURN 

16600 fi£H PAINT *n 

16605 PEN 3 
16610 LOClTt 35, 

16415 PRI0T "fil S" 

166^0 605U0 17500 
16625 LOCATE 55,22 
16630 SOUND 1,2-00,10,,7 
1663S PNINT "SUFE?'^ 

16640 60SUB 20400 
1664? LQtATF 35,22 

16643 PRINT " 

16644 PEN 1 

16445 IF TNi^^H" THEN RETUfiN 
16647 PLOT CJ(K,tT5[,? 

16645 XSt^CKi; 

16649 Y33 = CT): 

16650 60SUB 71700 
16655 CBK=2 
1669^ RETURN 

16700 REN A^tt****:^* AIRBRUSH ii**»*ifti*** 

T6T05 PEN 3 

16710 LOCATE 55,20 

14715 PRINT "RAIHUS'' 

16720 LOtATE 55,22 

16725 INPUT !$ 

16730 Badius^VALtzO 

16735 IF Radius^* OR llid1usH0 THEN 1672 
0 

16737 zt^^lHKETS : IF zt = CHRJ{127) THEN 1 
6790 

1 6740 IF zt>CHRS(0J THEN ciiS=ASC<zJ) : 6 
OSUB 10000 
147S5 RANDDHIZE TINE 
16760 FOR LJ! = 1 TO 2 
1676? PLOT CXl,Clf!! 

16765 Rn=INTC{ffNO*fiadiiia>-4Radiu!/2 

)) 

16770 R2J=lNTHfiNptRadiusJ-CRadiu?/2 

)) 

16775 IF INKET{ia)=0 OR rNKETt76J=0 

THEN PIOTR fl1S,R?I,2 
16760 NEST 
16735 60TO 14737 

16790 LOtATE 35,20 

16791 PRINT " " 

1679? LOCATE 35,22 

16793 PRINT *' " 

16794 PEN 1 
16799 RETURN 

16100 REN file 

16B0S PEN 3 
16610 LOCATE 35,20 
16615 FfllNI "L/S ?" 

16S20 I5=!NICETJ ! IF 2S = '"' THEN 16820 
16825 U=UPPE1iS{£() 

16830 IF liiy'L’' AND- THEN 16620 

16835 LOCATE 35,20 
16540 PRINT "NANE?" 

16545 LOCATE 35^?? 

14550 INPUT fLNANS 

16551 LOCATE 35,22 

16552 PRINT '' 

16855 LOCATE 35,20 
16840 PRINT "SURE?'' 

16865 GOSUQ 20400 


16864 LOCATE 35,20 

1684? PRINT " " 

16865 PEN 1 

16870 If YNJ="N" THEN 16890 
16575 IF THEN OOSUB 15500 : 405UB 

22200 

16880 IF Z*=^L'^ THEN GOSUB 22500 
16890 60SUB 11500 

16899 RETURN 

16900 HEN TteST 

16905 LOCATE 35,22 
16910 PEN 3 

16915 PRINT "fU S" 

16920 UOSUS 12500 
16925 HP1^1*CX(/16 
16930 VP1=2S-CVS/16 
16935 LOCATE 35,22 
1 6940 PRINT "ENTERS' 

16942 PEN 2 

16945 LOCATE HPE,VP5! 

16950 £t=INKETt J If IJ="" THEN 14950 
1695S IF IJ=CHRi(13j OR HP3>=34 THEN 169 
90 

16960 PRINT 23; 

16965 HP)[ = HPt+T 
16970 GOTO 16950 
14990 LOCATE 35,22 
16995 PRINT ■' 

16997 PEN 1 

16999 RETIJHN 

17000 REN ^**(Kmn* JCREENtTUnP 
17005 LOCATE 35,20 

17010 PEN 3 
17015 PRINT "DtlHP'^ 

17020 LOCATE 35,22 
1T025 PRINT “SURE?** 

17030 SOUNO 1,200,10,,? 

17035 QOSUe 20400 
17040 JF TNJ = ''N" THEN 17099 
17045 LOCATE 55,22 
17050 PRINT " 

17055 LOCATE 35,20 
17060 PRINT "A df E" 

17065 IS=1NKETJ : IF 1%-*"* THEN 17065 
17070 IS^UPPEfitClil 

1707S IF Zt-"A" THEN fiOSUB 15500: GOStlB 
20800 ; GOTO 17090 

17080 IF Zi="E'* THEN OOSUB 15500: 6DSUB 
21100 : 40TO 17090 
17085 GOTO 17065 
17090 LOCATE 35,20 
17095 PRINT ■' 

17097 PEN 1 
T709B GOSUB 11500 

17099 RETURN 

17100 fi£n ERASER fr-t*i**^i***^ 

17105 GOSUN 16200 

17110 LOCATE 35,22 
17115 PEN 3 
17120 PRINT "SURE?'' 

17125 GOSUB 20400 

17130 IF VNt="r' THEH 17190 

17135 IF TLjf^ftrj^ THEN ST--1 ELSE ST-1 

17140 FOR L=Tl 7 TO try STEP ST 

17U5 PLOT Tb,L,,0 

17150 DRAH Brx,L,0 

17140 NEXT 

17165 GOSUe 10000 

17190 LOCATE 35,22 

17195 PRINT " 

17197 PEN 1 

17199 RETURN 

17200 REN QUIT 

17202 FOR L=1 TO 5 

17203 SOUND 1,200,10,7 

17204 SOUND 1,500,20,7 
17207 NEXT 

17?1fl LOCATE 35,18 


17212 PEN 3 
17215 PRINT "SURE?'' 

T7217 PEN 1 

17?Z0 40SUB ?0400 : REN TES7N0 

17?25 IF ¥Nt-''T" THEN CLS : STOP 
17230 LOCATE 35,18 
17235 PRINT " 

17299 RETUflN 

20200 REN ***■**4*******ir**n**jt*-*-t****^ 
20210 REN * DRAHBOI * 

20220 PEN **'*'^**frfr^*****t 
20?30 REN 

20240 PLOT TU,TIy 
?O250 PRAU Brx,Tly 
20260 DRAV B-rx,Br:^ 

20270 DRAV TLx,Br)' 

20280 DRAV TLx,Ti^ 

20?90 RETURN 
20400 REN 

20410 REn * YES / MO * 

20420 REN 
?0'430 REN 

20440 THlMNICETS : IF TNl = '"' THEN 20440 
20450 TNS^UPPERSCrNSI 
20460 IF VN5o“|'' AND YNS<>"'N" THEN 2044 
0 

20470 RETURN 

20600 REn t+'*'**»***t***i*****ttm**tn* 
20610 REN * PHOGRAN FRONT END * 
20620 REN 
20630 REN 
20640 CLS 

20650 Tlx=0 : 11^^398 : &rx=639 : &ry=l 
20660 G05UB 20200 
l REN DRAWBOIt 

20670 Tlx^l# i Tly=388 : Bn!=630 l Bry=1 
1 

?0680 COSUB 20200 
: REN DRAVBOX 

20690 LOCATE ?0-INr(LEN{TITLE3I/2),10 
20700 PRINT TITLED 
20710 LOCATE 3,U 

20720 PRINT "Press SPACE BAR 
to start™ 

20730 ii=INItE’Y( :1F I.toCHRlC32l THEN 20 
730 

?0740 RETURN 
20800 REN jf 

20310 REN ^ SCREEN RUNP * 

?0820 REN 

20830 DIM il!l320) 

2084# [:1xfn = 4l3 
20B50 FOH TO 28 
20860 pi A ln=jii I ln-14 
20870 FOR LX^I TO 319 
20880 GOSUB 2098B 

20890 ^)[(^S^ = pn + f^^Sfp3!!^‘p41+p5K+p6S:^■p75! 
20900 NEXT 

20910 PRINT#8,CHfl5C?7);CHHSC75>;tHRSf2); 
CHR*C64?i 

20920 FOR iS-l TO 320 : PfllNTA8,CHRl<iS( 
]£)>; : NEXT 

20950 PRI»T#8,CHRtIi 3 ( 320 n 
20940 NEAT 

20950 PRIn7IY8,CHRS(15) 

20960 ERASE 13 
20970 RETURN 

20980 pTS=(TEST(lJi‘2,piiln)>0 5*'l 
20990 p2S:-{TESTMX*2,|jixln-2)>0)*‘2 
21000 p3S={TESr(lS*?,piiln-43>0)*-4 
?f010 p4!S = <TE5m2»2,pixlo-6lx0J*-8 
21020 D5X = (TEsm5i*?,pixln-3J>0}*-16 
21030 p6E^niSTUS*2,pix{FV-10)>0)*-3? 
21040 p7t-CT£STCLKA2,p-.xin-12>>0J*-64 
21050 RETURN 

21100 RENI *»***************************** 
21110 REN * EPSON TYPE SCREEN DUNIP * 
21120 REN t* *********************** 
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:U 'Si' .S" ■ 

FEATURESi 


?1T30 IHH 
?tl3S 

?1U0 piiln-4l3 
?n50 FOR kX^I 10 ?B 
?t160 pisln=piKtn-H 
fn7B FOR l%=1 ID J20 
211BI OOSUe 21?S0 

2119® iS( ll)=p1S^-p2l4p3E^-p4^tpJS’^[^6S♦p7^ 
212B« NEXT 

2121# PRINT#S,CHIK(27);CHflS(75);CHRS(i5T 
JCHJIIMJ; 

212?a fOR i3i=1 T® 320 : PRJNTfft,£HRS<i3( 
jX>Jj E #EIT 
21230 PftlNTifB 
21240 NEitT 

21230 P1iINllif4,CHRf(?7);CHRt(i3);CmM2J 
21260 ERASE \X 
21270 RElURie 

21230 pl]S = TEST( LE*2,f>iiln)A64 
2T290 p2S;=T£SmX*2,piKln-2M32 
2130# p3E=T£STi 11112,piiln-4)*U 
2131# p4E^TESrU3(*2,pi!llFl-6D*B 
2132# p5i-TESr( ll*?^pUU-8)M 
21530 p61=TEiTa)it2,pi !!ln-l0)*2 
21540 p7X=TEST{lSt2,piKin-12> 

21350 RETURN 

21500 REN tt * t it-It It It4±±±^ 1-i«* t-t 1-#-*-*-*-* jf 
21510 tin t POTTEP LINE * 

2tS20 SEN ******4tr*tn*#*if*(!t*******i±*i 
21530 REM 

21540 TAS=XFS-XSX ; TBK = VFl!-r5X 
21550 T9sS%fi(TRK*TAXtrBX*TES!) 

2156# TXvTilS/T14 E Tl = TBX7Ta 
2157# fOff L=0 T# ig STEP PS : ]!P1=IJX4L* 
n j IfPl^YSSHMT : PL#T XPE.VPS : 
NEXT 

21530 RETURN 

21700 REN »********mtt»jrtittt*itjntiti*#* 
21710 flEN # PAINT * 

21720 REh i^tikiti^ttnit Itititm-i'i^'idts^it' 


21730 REH 

21740 PIN IPt(2003 ; HN TPS(2#0J 
21750 NEADS^# : TAILl=0 
21760 CiOSUQ 21360 
21770 TAlLS^UAJLl+t) HOP 20# 

21780 IT3!-JP5:(TAILX) 

:17P# TTX=7PX!TAILX) 

2U0# If ffST(XTt4l*NIK,TTK> = 0 THEN tU- 
KTX+l^niS: ; tSX^YTX : GO&U& 21360 
2161# If TESTi:xTX‘1*fll5!,TTl]-0 THEN XSS = 
ITt-t*HIK ; ifSX^lTE i eOSUB 21360 
21320 IF TES7IXTJ,rTX42}=# IHfN )(5I=*T!! 

: TS3;-rTX42 : 60SUfl 21060 
21330 IF TE5T(nX^VT3-2)=0 THEN I5X = )(Tl 
t TSK = 7TX-2 : GOSllS 21660 
21S35 IF ]NtETl=CHSS(127} IHEN RETURN 
21340 IF HEADX = tAILX4l THEN ERASE Xn : 

ERASE IPX : RETURN 
2185# GOTO 21770 
2166# PLOT SSK^TSS 
2167# HEAPX=(HEADXt1Ii KQD 200 
2166# )(PK<H£A&It) = XS!: i 1PX<HEA&J) =TSJ 
21390 RETURN 

21900 REN 4nni4'i:i*nn^4tnnvtAnitittt«#ititit4*it 

21910 REH * PRAU TRIANGLE * 

2 1 920 REH tintit-itt**it**i**n.*t*i*±fritnn*itit 
219Z5 REN 

2193# WOf FSIaBASE72 i H(JFFSl=Hryi 

2194# )!U = X#X-UOFFSX : Tl!i=V05;-H#FfSt 

2195# Xll-m : T2S=TflJ*2*H#FfSl 

21960 X3Xili03i+HOFFSS : lf3X-T0S;-itOFFSl 

21970 PE.6T XIS^YIS : DRAU l!2!;,Y2a 

21960 PRA¥ K3X/Y3X 

21990 BRAV in,YlX : RETIIflN 

22000 REK -^nnittttttnitititttjttittnnnii±nnntnt 

22010 REN • 6RAy CIRCLE 4 

22020 REN *******n**^i*nAmttnifittttitittit**-* 

22030 Hn 

22035 DS=D6/130 

2204# FOR L=0 I'O 2*PI STEP DS 


22050 

22060 

22070 

22060 

22100 

2211 # 

2212 # 

22130 

22140 

22150 

22T60 

22170 

22180 

22190 

222 ## 

2221# 

2222 # 

22230 

22240 

22250 

22260 

22270 

22300 

22310 

2252# 

2231# 

22340 

22350 

22400 

22410 

22420 

22430 

22440 

22450 

2246# 

22465 

2247# 

2246# 

22490 


XPS=RK*Cas£Ll : TPl^flS»5lH(Li 

PLOT XSX*)£PX/YSStYPl 

HEAT 

RETURN 

flEN ►*+ + *■*■ nitnsnitit-n-t-in*-*-*-*-!*-*-*-*Ititt 
REN * PRAV ELLIPSE * 

REN iti-nnnnntnn**********#+■*■*t**» 
REM 

&S^PS/16# 

FUR L-# TO 2»PI STEP DS 

JPS = R£*COS(L*Afi! : TPK^ffJ^*FfnJIlta 

MRI 

PLOT XSStJEPl^TSSi-YPS! 

NEXT 

RETURN 

REN nut'itftititittttnnit'A'nc'n** 

REN * SAVE SCREEN * 

REN ntn**n*tn* *-*'t**n+-i**n+nn*#tint 
REM 

SPEED VRITE 1 

SAVE "!" 4 FLNANtj#,lC0#0,64#0# 
SPEED VRITE # 

RETURN 

flEN n*ftnn*-t**±***nnnnnnnttirititnnt 
REH A SCREEN LOAD a 

REN '*"<**"#nitntnititA'ittnA'A'n'ntnnnn-n«• n 


REM 

LOAD "!" + ElnANS 
RETURN 

IlFN t**-*t*********n^**nn*it**!tit AA* 


REN • REHAP 

REH AAAA******** 
REN 

tET DEF 72,1,24# 
tET BEF 73,1,241 
KEY m 74,1,24? 
KEY Blf 75,1,243 
KEY PEF 76,1,11 
KEY DEF 77,1,T3 
RETURN 


JUYStlCKS * 

A^A^jrnititittirnA A At 

: REH UP 
: REN DOVK 
: fl£N LEFT 

i BEN FIRE 2 
; REH FIRE 1 


ACU 


YAPE yTDLOWWio© 

LOAD YOUR SLOW LOADING SOFTWARE AT UPTO 4 TIMES ITS NORMAL SPEED 


• 10 Different reliable speeds 
•Handles morethan any other 

•The only one that manages headerless programs 
•Integral header reader 
•Handles upto 39744 bytes in one go 
•Loads and saves all blocks in one go 

• Full on screen display 
•Very easy to use 

• Fully automatic 


TIKli (Q) 1 [L¥ ©Mi ¥[Hl/aT ^i^LILY W@[^|}S 



ONLY £6.990NTAPE£13.d90N DISC OVERSEASCUSTOMERSPLEASEADD£1.00 

SIREN SOFTWARE Dept AU, 76 Bridge St, Manchester M3 2RJ 
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SOFTWARE 


4 weeks up to 
14/5/1985 



TITLE 

Publisher 

€ 

5 S 

1^0 

Lit 



P 

1 

KNIGHTLORE 

Ultimate 

- 

NE 


GG4 



100 

2 

DALEY THOMPSON'S DECATHLON 

Ocean 

- 

NE 


- 

79 

3 

GHOSTBUSTERS 

Activision 

1 

▼ 


1 

78 

4 

SORCERY 

Virgin 

" 

NE 


- 

73 

5 

COM BAT LYNX 

Durrell 

18 

A 


1 

48 

6 

RGHTER PILOT 

Digital Intergratian 

3 

W 


GG4 


1 

45 

7 

JETSET WILLY 

Software Projects 

2 

T 


1 

36 

8 

EMERALD ISLE 

Level 9 

9 

A 

|D 


6G4 


1 

29 

9 

MINI OFFICE 

Database Publications 

6 

T 

D 


GG4 


1 

28 



10 

STEVE DAVIS SNOOKER 

CDS 

7 

T 


1 

24 

11 

KONG STRIKES BACK 

Ocean 

- 

NE 


- 

19 

12 

WILD BUNCH 

BT Firebird 

17 

k 


GG4 


1 1 

18 

13 

VAMPIRE KILLER 

Mastertnonic 

- 

NE 


- 

17 

14 

3DSTARSTRIKE 

Realtime 

- 

NE 


G64 


- 

13 

15 

BATTLE FOR MIDWAY 

P.S.S, 

- 

NE 


, - 

12 

16 

HUNCHBACK 11 

Ocean 

- 

NE 


- 

11 

17 

HUNCHBACK 

Ocean 

- 

NE 


GG4| |A 

- 

10 

18 

TANK BUSTERS ^ 

Design Design 

- 

NE 


GG4 


- 

9 

19 

MINDER 

DK’Tronics 

- 

NE 


G64| 


- 

8 

20 

MANIC MINER 

Software Projects 

11 

T 

E 


A 

1 

7 



D 

Available on Disc 

GG4 

CPC 664 Compatible 

A 


Available from Amsoft 


The Gallup software chart is compiled for the trade magazine - Computer and Software Retailmg. 
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ADVENTURE 

CREATOR 

for fost £2r'9^ you con buy THE AMSTfiAD PENTACLE, a 
pfogrom which takes all the hord work out of writing 
adventures on the Amstrod. Just type in the progroTn provided 
incur £2,99 book, THE AMSTftAD PENTACLE, and foibwthe 
instructions, and you1l be creating your Own, origiml 
adventures. It comes complete with o full set cl doto for the 
medievcl odventure Casf/eorDoom. &o, forest£2.99, you 
get the book THE AMSTRAD PENTACLE which contains the 
Full listing of the odverrture-creating progrom, full instructions, 
and a Complete set of do to for the Cosf/eof Doom odventure. 
You con even market the adventures you write with this 
package - withoutpoying a penny in royaltyS 

DYNAMIC games FOR TH E AMSTRAD contcirts 50 
exciting gomes for your computer, including orcode 
programs, o complete Chess, od ventures, and much more. 
Complete with detailed instructioris. Just £5-95. 

Both TH E AMSTRAD PENTACLE {ISBN 0 907563 70 8} 
and DYNAMIC GAMES FOR TH E AMSTRAD (ISBN 
0 947695 16 0) are ovodoblefrom your computer 
or book store, or by moil (post free) from: 

Interfile* Publieationi Lfd., Dept* AM, 

9/11 Kaniington High Street, London WB 5NP 

[ U K Trade; W H S Di stri buto rs) 



Dnteiface 




AMSTRAD CPC*64 


ASSEMBLER 

-t- 

MONITOR 


PICTURESI 
PICiURESI 
OICTURI 


1HE MACHIM 'COM irE'CWxl^TS' 


ALWAYS TAKES TIME TO PERFECT. 



^ Send SAE for fully detailed leaflet* 
Available NOW by guaranteed 
48 hour mail orderj, by sending 
cKeque/RO* for £19*95 to:— 


Dept. AU PICTURESQUE, 6 CORKSCREW HILL, 
WEST WICKHAM, KENT 


PRIDE UTILITES 

3 great ufflities for the CPC 464 

CUTL0/iJ»ING11MEDftAMA11CALLYAH0LISTV0UR 
WELCOME TAPE WITH OUR WELL lOIOWN ^CLONE’ PflOORAM, 

K i t -A t 

TRANSFER YOUR PHCXIHAMS ONTO DISCWTTN 
OUR EXOltmO NEW PROtUUli'TfUUtSMAr 

A ;A' A't 'A' 

thm ne its andtnetBsi satire. aVmg mm iMfifisaic tetP icrrwef rtarmtia ai!*i pujeranssnsiMie. rtt*: cte 

aFaair^bDl&nliKncJ'/r'd-adasarrta 

xuSYCLONE 

Copy and of ocHwert your programsto toad in uptcj4 liinefi faster, 

FeatuTBS incAjde: 

+ COWIWMi&AVmmEFROWBASIC 
+ mOtCE OF 4 LOACWG SPEEDS, tOOOTO 400064^ 

+ COWPREH&IS1VE HEADER PE4DER 
+ LCADAND LIST FTOTiBCTED BASIC PflOGRAWS 
Ca5$4tteDeMiiK.p&p 

TRANSIWAT 

TiBostH your software onto the Aristrad DISC SySliei^ 

Features incAide; 

+ FAmmtVTRI^EfBRJ^ PROGRAMS 
+ ADOnaOCATORlFflEQUiRBD 
+ ALTO OR NON-ALftO MOWS 
+ ERASE OR RENAME PROGRAMS 
4 COMPREHENSIVE HEADER READER 

Cassette E7.9&inc. PSP 

ZEDtSII 

A oompr^^ietiaive machinecc^ editor and disossernWer 

Featunesinciuder 

+ CONTINUAL MENU DISPLAY 

+ BREAK PDiNiT INSERTION 

4 REGISTERINSPECTION 

4 HIGHSPEED HEX.COO&STRINGSEARCH 

+ HEX.CODBSTRINGINFl/T 

Instructions incluttolto (Ssasswnbte thg ROMs. 

Cassstts C6.95 inc. P4. P Disc - £10.96 inc P4P 

PRINTER PAG 1 

A prinber enhanoement pfogram tor ^ DMP1 and Epson compatibto printers such ^ the 
ShinwaCPASCi.ard Epson RX80. 

Features include: 

4 SCREEN DUMP IN ALL MOOeS 
4 ESlZESOfWFOREPSONlXiMP.lwrERS 
4 TE)CrDUI^W ALL MODES 
4 a INEVV TYPE STYLES FOR 7>€DWP1 
4 ABJ^\AATH]C(mTOPHWrER 
Cassette £5.95 Inc, P 4 P Disc * E9.96 inc. Pi. P 

SCRIPTOR 

2 program pack which Isa must tor DMP-1 pHinter owners. Otters S detrabte character 

tente- 

f eatures inctode: 

4 LOWER CASE DECENDERS 
4 FLfTDRERISTC 
4 ITALJCS 
4 REALWRiTiNG 
4 BCLDANOHEA^ffY 
4 l>iARAaTTRDEFNER PROGRAM 
CASSETTE £e.95 inc P 5 P DtSC £19.95 inc P3 P 

*SPECIAL OFFER* 

WORTH £3.95 

Buymare rhan ong titlaantf geta cassetteowtairing a rses time digital BSsrmdort FREE (wNtestocks laatj 

PRIDE UnUTIES LTD (CP4) 

7 Chalton Heights 
Chalton Luton 
BedsLU49UF. 

Customer Enquiries, 

Tel:06a241t€86 
Between^ + IDam 

Europe-AODElfiertjtte Restafwtyid-ADDE.1.5{)pert(1te 
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Features • P/ay t/ie computer or a friend • Computer » 
player gets tougher as you do • 64 Battle combinations 1 
• Separate battleground screen # Medieval pieces 
like the wizard and the sorceress - magic spells and a board 
that changes as you play # Deluxe boxed package includes 
full instruction and hints manual •Joystick controlled * 


andiQf keV-bOflJitf COntcPf (Sfieclnim & Amsirad wrsicns} 


ARCHON is brilliant. There's 
something /n it for alf games 
addicts; arcade, adventure 
and strategy are all here. My 
only complaint is that it's best 
played against a human opponent - the 
computer's just too good and you can't 
give it a handicap. 

Bryan Skinner 
Persona! Conyiuter News 


AJ^AILABLE PROM AIL 6000 SOFTWARE RETAILERS - IF IT'S NOT THERE, PLEASE ORDER IT 


HIGH PEftFl>RHANCE PROGnAM^ 
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I COMPETITION 
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Competition Time. 


Having judged the latest entries for the Amstrad Software 
Competition, it was encouraging to flee the increasing 
number of entries on disc. Machine code, however, 
particularly in the arcade games, was sorely missed. 

As with the previous months competitions the judges were 
looking for more than just programming ability. 
Presentation and the standard of the documentation also 
played a part. 

The new flexi-prize system improved things greatly; 
therefore this month there are five wiimera* They take the 
form of a first prize and four runners up. The big winneris 


- N r--'- 
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till ftalodln AndrvMt i8SS 
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Mr M Andrew* - CHbbage 

Mr M Andrews for his cribbage program. He wins '600. The 
remainder of the '2,000 goes to DX. Lau for P*cman goes 
planting, Mr Livesey for Astro-Pac, Mr A J Brook for his 
banking program and to Mr Speekman for his Duck Dodgers 
arcade game. They each receive '350. 

It is worth spending some time to look at each of the 
programs in turn. 
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Mr M Andrew* - Cribbage 

Cribbage fully deserved to win. The program plays 
according to the rules of the game and the graphics are 
beautifully drawn. Everything from the slowly produced 
title page to the input routines within the game are well 
executed. 
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Mr M Andrews ^ Cribbage 

The four other programs shew how difficult it is to seperate 
programs covering different topics. 
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D.L Lau - P*man goa* Planting 

Pieman goes planting, wasn't quite called that but this 
magazine doesn't want to upset anyone.lt features the 
horticultural exploits of a yellow diac-s^ped creature who 
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D.L. Lou-P*fnan goat Planting 
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COMPETmONt 


a--,: 






Yrmviff- 


■ ■ fflI;- PS” IS”om: 


TW 




goes about planting things in his garden. The game was ftm 
because it presented just the right degree of difficulty, and 
contained a variety of hazards. The sheets b^ome 
progressively more difficult and it looks to be a good 
candidate for later listing in the magazine. 



Mr LivBssy - AttrcnPac 

Astro-Pac is a spaceman in a maze game. To play you have 
to fly your little astronaut around a maze using left, right 
and thrust controls ^ Hitting an alien or a force-field saps 
your energy. This is precious and has to be refilled. The 
multi-coloured spaceman character moves smoothly and the 
maze is well designed. As with the other winners the game 
played well. Some of the rooms proved to be too difficult too 
early. With twelve rooms it will take some time to master. 



Mr Speekman - Duck Dodgers 

Duck Dodgers is based on the “Buck Rogers and the Planet 
of Zoom” arcade game, this makes the title the least exciting 
thing about the program. The title pages are neat with with 
extra large D*s for the programs name. The backdrop 
contains some pretty shaded moutains and the terrain in the 
first sheet is made to move by the use of palette switching. 
Some of the movement is a bit jerky but otherwise this is a 
very nice game. 

The final winner is a bit different. Banking won a prize 
because it is genuinely useful. The author, Alan Brook, 
wrote it for his own use and it is one of the few applications of 
a tape based computer system which benefits from the power 
of the computer instead of using it as an expensive note book. 
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Mr Speekman - Duck Dodgen 



MrSpaakinan - Duck Dodgers 

The feature include the automatic accounting for standing 
orders, and handy routines for updating the database. 

If you enter the competition please remeber to include your 
name and address in Rem’s at the beginning of the program 
or as a loader program. You should also mark the tape or disc 
with this information. Amstrad look forward to your future 
entries. 
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Mr A J Brook Da nking 
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£2,000 program 
competition! 


Think what you could buy 
with a £2,000 windfall.,. 


The (objective couldn't be simpler w^ri^e the best program submitted to the 
AMSTRAD USER review panel Every other month £2,000 will be shared 
amongst the very best en tries. 

RULES 


1 The wiDnier!.B) will betheentrunt 
or entrants wtw submit the best 
program. It may be any piece of 
software that runs on the CPC464 
OTCPC6G4 

2 The name of ail the winners will 
be printed in the next available 
issue of Amstrad User. 

3 All entries must arrive by Ay jSlWit 
1st 1985. Entries arri ving after 
that date will be included in the 
nest issue’s competition. 

4 All entries must INCLUDE a disc 
or cassette copy of the pn>gram 
with some codes where 
application (plus loading 
instructions where necessary!?, 
AND ASIGNEDCOMPETmON 
ENTfiYFORM, 


A full listing would be helpfuli, hut 
noteasential. A brief summary of 
the program and its purpo^ 
should accompany all entrieSr 

5 All entries will he troatsd in strict 
confidence 

6 Neither AMSOFT nor AMSTRAD 
een be hold to be responsible for 
any Iids^ or damage to any 
guhmission. 

7 No carrespondence can be entered 
into concerning programs 
submitted for the cash prize 
competition. 

8 The decietoin of the Judges is ftnal. 

9 Itisacendiitionofentrythatall 
entrants have exclusive 
ownership ofthe copyright of the 
material submitteds and that the 
winners agree to assign all 
copyright in the winning program 
toAmstrad. 


All entrants must undertake not 
to submit the same or a similar 
program to any other magazine, 
puhlisher or organisation until 
afterthe announcement of the 
winning entry. 

10 Amooft may ofFerto publish 
programs either i n Ametrad User 
or as commercial software, in 
which case AmooftniE] agree the 
terms on an individual basis with 
the authoris) concerned. Amsoft 
reser^^es the right to amend, alter 
of rerise any program that is 
publishes. 

H No-employees of Amscift: or 
Amstrad, ortheir reiati ves may 
enter this competition. 

1 2 All entries must have the name 
and address of the programmer as 
in the first few lines ofthe 
program or loader. 


HOW TO ENTER: 


Think about your pro^am, and 
map It out in a series of events or 
features. Write the program onto 
cassette, based around these 
events and check that the 
program runs as intended. Once 
you are satisfied, send a copy of 
the cassette in a suitable 
envelope along with the 
following: 

1) A brief summary of the 
program in 500 words or 
less, 

2) The completed competition 
entry form, which must be 
signed, 

3) Program listings, if 
available. 

4) SAE if you want your entry 
returned. 


SOFTWARE COMPETITION 

No entry is valid unless accompanied by this official entry form. 
Only User Club members are elgible to enter. 

UserClub Membership Number. 

Name ...*... 

Address ............ 


Postcode ........*.... 

Telephone number .............. 

*NB All programs must be submitted in UNprotected form. Preferably on disc. 

I have read the rules published in /SJMlinriMS) COMPUTER USER^ and agree to be bound by them, 

I have enclosed: 

□ tape/disc 

□ listing 

□ SAE for the return of my entry 

□ A summary ofup to 500 words 




I am over IS years of age. YE S./NO: Age if under IS . 

(The signature of a parent or guardian is required where the entrant or the nominated representative of the 
entrants is under 18 years of age.) 

SIGNATURE .............. Date... 

Program N ame........... 
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□imemiQns Ctetance between top and middle sheff 

146r™nJ5 V/7 

Distance between middle and bottom shelf 

Z]6mm|8 7?"| 

Depth of plinth 

Z92mmjl f Vj"| 

Depth of bottom shelf 

i20mmjrz’4"j 

Width 

9a3mmj36%''j 

Depth 

610 mm (24") 

Height 

889 mm [35") 

PRICE £:69-95 



Dimensions Depth afpllnih 

296 mm fl 1 '/j") 

Width of plinth 

473 mm (18 VT 

Distance between fower she If and working she ff 

ITS mm (T} 

Wpdih 

762 mm fJCl") 

Depth 

500nimfl9%> 

Height 

743 mm [29 7^7 

PRICE £59-95 



Dimensions Depth of pHnih 

?96mm(nV,-) 

Dfstance between top and middle shelf 

130 mm (5") 

Width 

965 mm {36"3 

Depth 

590 mm (23 7/-) 

Height 

886 mm (34' 7 

PRICE £54-95 



ShirwcnesrProducts Ltd. i wdf«taUishecl comiMrysupplytng many majtif attcrnnit comfianys ndudiog Amstrad CXjrrangeol pnaJudii an? sotJ bysucti outtcts as Harrarfs, Se^rldgn yri DJH. Evans. 

To-sfiLsm your aainsuccr desk or wort station we suggest ytxi puchsse at any of the fallowing deoiefs;- 
SpectniT»[>a<m,3DCofiiputiers. Ramco. Rewards, f-H. Elecl^QniaCo*^ws^HCp^3Pi.Oldbn3i SwindwCoHcpsjrkrtcarKffram 
In tfie unnkdyeventthatyiou are unable m ctaain ifw ptoduct y™ rBcjwe, please contact Shinetreit at cheaddrcsiEjckiw, who wil pnofyide the name and addressef your ncarrststockist 

SHINECREST PRODUCTS LTD.* 

UNIT 14* DICKER MILL, 

HERTFORD, HERTS 
TEL. HERTFORD (0992) 51977 


SHINECREST 

COMPUTER WORKSTATIONS AND DESKS 


The latest addrUon td the Shinecnest range has been efithusiasiical^ recerued ty both 
ctealffs and home computer nwnera for provHjing alt the faclirties a comfitjier- user 
could require. ShewD in our photograph with the Amstrad CPC464 you can see there 
remains pJcn(y pf space both behind and atongskfe the computer. The raised shelf 
provides ample room for your monftDf, and if you Choose, a printer. Airy weight vwll tie 
easily supported as all the shelves are Hftted to two metal raib which travef the lull 
width of the desk and locate into the metal ends. Castors provide an often needed 
motiHlity for your desk. The shelves are supplied in a TeaK woodgraln ftnish to 
compliment the dark metaftk; brown painted metal raiS and end frames. 

At the hack of the desk there rs ample space above and b Ajw the cou/iesy panel lor 
mlerconnecting Jeads and paper feed to the printer, Every requirement has been 
provKlecIfor. 


Model No. 500 


Model NOi 600 


The model 450 worksiatforr has many features 
not found on large desks twice the cost The 
top shelf has .3 large holes to allow the leads to 
be easily fed to the hack of the unit. Once here 
th^ are all fed mio a 4 into 1 mgaerpfug 
supplied with the workstaifon, thus 
alfowing just one lead isupplredl to be 
for mains efectridty. The pre 
formed plinth is moveaPfe 
allowing fr to be used either left 
right "hgnded". Fitted K> the 
bottom edges is a non sflp rubber 
malring your monitor safe. The 
metal frame provides 
sutwtaniial strength and stability 
Whitt the fitted castors allow easy 


An attractive piece ol computer frirnituTe the model 500 also provides all the 
computers utsera requirements. A foil width monitor shelf allows easy reft or nght 
handed operation svhilst still providing space for the printer. The large work surface 
gives plen^ of room for your Amstrad con^ter with ample "workir^ noom" still 
available, A unique Shineaest development allows the desk to be mobile by the 
fiidng of 2 painted metal castor supports The very large courtesy panel ensures that 
the desk is stable and solid and wiN not "rock" likf some models available, The back 
is "Out away" to allow unobtrusive removal of leads. The model 500 is available in a 
Teak WDodgrain fintsh. 


Model Nd,450 
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AMSTRAD CPC 464 SOFTWARE 


TTTLE 

RRP 

2U 

UlEMCi^NPOOTBAU- 

a»fi 

T.M 

ADVEJirUiiEflUEST 


TAE 

i\HE>raLYLANCC*CI5 


iClu 

JOriSCAlC' 

54JIR 

auc 

BMCHHEAU 

9.« 

TjIc 

BEACH ItEJiSH 


tAc 

PLAOTini 

r* 

S.ib 

BOUNTYson 

9.*. 

Yae 

EK\M:Y.i£¥. 

9.M 

7AE 


7J!/i 

fl.lB 


15.» 

flAE 

BEEIAHJADK&CHALL 

T« 

049 

SATTLETORMIDWIIT 


TJE 

SUCHKOGBRS 


7.4fi 

CONAM 

91. EL^ 


cotuesALATJv^rmnw 

99t 

1.U 

CONGO TWKHN5 

9.9} 

T.IA 

THFErnXHlMB 

1.99 


OFM riATAHHE 

94 W 

]t.90 

TMCDUG 

9 99 

9.» 

TIATARAJ;® 

L4 9t 

lltS 

DENCEONAmi'FNn:RK 

999 

T.U 

DUrBl'3T¥R& 

L] 9fi 


EASY VAT AHXUDiTS 

59* 

!t£7E 

E»CE BALD-ISLE 

9* 

T.U 

EJLBEliT 

595 

1^90 

B^DNESAWAUV 

995 

T.« 

ehe: iTHBViKJnr; 

99t 

T.4I 

mbtrtnuji. liANAr)tif 


419 

FtHSHTPATHiaj 

E» 

kU 

iTCiKma PILOT 

9^ 

T.tl 

PAicTJunA mAMnniL" 

T9C 


l*T)tfT46+ 

T.9i 

OtJ 

PT.KBTf,'W<]HJ.Uii lL>4U 

595 

tn 

HiUtlhiHlANX 

G.9d 

5.49 

GIU.ND FKUt niUVGlj 

H3C 

E.49 



E.49 

GRDXlSVfl'RNnK 

99e 

Tj4E 

ETM^-WUSHKB 

E-.9n 

Ud 

Htara AODauNrs 


IEJ5 

HZEWESOFRASN 

5« 

4jU 

HEUDOPTEH; 

S.H 

445 

HAJlKlERAmCS 



rtEAtllHjiJW A.T.C 

l.-Si 

(LtS 

HYTEUBUl^R 

4'.« 

BAE 

ItOfiait 

]4.9.!- 

lE,ta 


TITLE 

RHP 

21? 




HUNCKBAiCK 


U5 

INVOSTAT 

au40 

a.T5 

JFTeOOTJACK 

T96 


JEWELS OF SASYLON 

5.95 

4.M 

.JOHNVfiEB 

9.95 

AU 

JAMMIN 

990 

*n 

LOHDeorTlHE 

9.95 

T 91 

MAGIC SWOEO 

995 

W 

UINni-^l 

995 

All 

MiroiJuncE 

995 

LIE 

HH IKI 

995 

IAS 

Mp:^cixnuiM ANnsriMKDA 

995 

IBS 

yU3tCCOMJ«£B31 

9.95 

Al5 

HACHLNEOOIH: TUTOA 

14.95 

tt55 

MANICKINEA 

T.* 

fL2fi 

POPEYE 

$.15 

LIE 

POLEPCanON 

949 

TAE 

PYRAMID 

9* 

■01$ 

MJDOVERMOSODW 

9» 

TAB 

Rm'RHTOE&ZN 

9.*$ 

TAB 

sub^t™ 

49$ 

ME 

fiTSJTPQItE* 

9.95 

tjm 

STEVE DAVTS SHOO* ER 

9.96 

EAO 

fiNfriVEALL 

9.95 

TjtO 

SPECIaLOPEFUlTQNS 

A9fi 

6.46 

‘{HKEJ^iK HdlJItrA 


ILJG 

snnANCRiOT 

AX 

4JI! 

SWOJHEOTSORCIRT 

99$ 

T4E 

SFVHUNTEft 

*» 

7AE 

aurBsrirEUNE. 

«» 

746 

ar.ARCofiMAHno 


OiK 

30RC£Rir 

s» 

740- 

■THArsSACT 

9099 

a.4E 

TBCHSICIAHTED 

IW 

04$ 

TAPPER 

UK 

7JE 

TEIBSLETROCSLE 

TB 

04$ 

TASWOfiDlH 

l«95 

lOH 

TASPEIhTttI 

9» 

010 

L'NCLECLAUIXE 

T95 

040 

XAJ(}U>N 

SL95 

7J* 


935 

OM 

jFr!jETWu,.i,Y 

Tat 


AJeTEADAHTET 

995 

OH 

BOCKYUOEBORSttOlfl 

R!^ 

dcH- 

CHOSTBCSrEM 

to 99 

o» 

KON&SrEDtE&gACB 

H95 



SEND CHEQUE P.O PAYABLE TO: 

^RUTTSOFT THE BUTTS, SANDPITS ROAD, RICHMOND, 
SURREY TWIOTDT 

(ALL PRICBSTNCLUDE PSP, V.A.T. AND FAST DELIVER'Y) 


Amstrad Software pack 
minus easi Amsword 
£15.00 o.n.o, Amsofl 
Snooker £4*00 Phone 
Ruislip 75070 ask to 
speak to Roy. 


AMSTRAD DMPl printer 
siiE months old still boxed 
hardly used. Together 
with Amsword Word 
processor. £95 only Phone 
013609717 after 6 pm. 


PRINTER BARGAINS VATi;AiiMEj<[:AeLEiii, 


BRDTHEHMiaoa 

^ dOoil. SOc.p.s. BxStM-coaCrlx 
^ ISC chereders - gdjirgBd, LtaHi; soiper ^ subsdgt 

jf FuDir Epson nnnpaJUble: 

* TridtotedTi^fciptiima^^ 

^ ElElUHiklflrflptloDllS 


only£1SH) 


MANNESMANN TALLY MT8D + only £219 


if BOoil. l00c;.}i.9SxSdnt-i]ia1rb( 

^ ^ua%pria1styls Ear IfittHT writing 
if Ti«torutiIlTlclfnnj»d 

TAXANKPfllQ 

,, Mhi1.18E)iIs.(DHA1TM0EE) 
jf S? cpe. Naar IbIIst qukllly imde 
^ Filctloiii!lTrfli::4nrFae£l 
j( ErmAHLQ ROM's CSS 

INTERFACES 

PaialiBlIntBrbiBaMB ........ .£12. 


ONLY £299 


TaewDrd4B4/I] 
TaswDrd4B4 .. 
T3sprtnt464 ... 
TascDpy4G4 ... 


SOFTWARE 


£21. 

£16. 

£9. 

£ 9 . 


BusIubbs softwaiE avaikhle on disc pl^fi call the nurnher beliiw 


STRONG CDMFUTER SYSTEMS. 

Biy Cottage, Peniel, Cantiarlhfin, Dytid. 5A32 7BJ- 
Tet 03G7 231346 br aenstancellf!! 


Computer Dyslexia group 
{also adult literacy 
programs) for parentfi and 
teachers of dyslexics. 
Small copying charge 


only. Large S.A.E. for 
details. Brother Henry 
Mayfield* E. Sussex TN20 
6PL 


DEMON LORD 

A two Player fantassy wargame featuring strategic and 
tactical maps, up to nine armies of nine units on either side, 
and a cast of thousands including Elves, Dwarves and 
Trolls. Includes a complete instruction booklet. 

Send a Cheque or RO for £7.95 to: 

Airstrip-One Software 

Tall Trees 
London Rd, 

Stranraer 

Witownshire 

DGfleBZ 

Retumof Post Service. 
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ICE BLUE 

Software that Sparkle 


‘rick of Use P&£k" 

Uui- 


Oiir 


Our 


TVicf 




Price 

Cm^ Bini^ 

ESC 

tS^fjDCie'jtn. Willy 

S.4S 

Bitlln ror Midu'iv 

7.HS 

[>ai^uEun 


Foeoboll MsAOfiOr 

siS 

BtachHcud 

H.2ft 

[krEndaf Ihf 

539 


050 

RHethdVifcmji 

7.45' 

Bninty BobSlrikcK QirJi 

fija 

JelSft W-iUy 

6.5,A 

Kil^lrrPilijt 

V.IW 

CheetbuaUra 

9.35 

K J hr Con lU'Cdru Hfk 1 

6.00 

H^roTBioEt-iPt^lodri 

7.TS 

Kni^l'sLm 

8.2S 

)9aaicMjner 

S.3S 

Ftoi-Bcoinet'lFi jiolo.i 

7.TS 

.Snmry 

T« 

PdIp riBitiffli 

5.50 

K«1999fllEA9r 

5.35 

7diiii[in 

6M 

SpinMfTIIBn 

6-75 

J«4inD.v Reh 

5.35 

BC'fl Qii 99L for Tyh» 


E D.b V i H libcDkcr 

S.5S 

RfliEicorrMOSOfriA' 


Gnf|f}tev9h^ 

ASO 

Thu^nuA 

S.9S 

SpOciI.1 Op'd 

S.U5 

Sri^njKli^SujinfllaH 


Am«rKeBF«Lb£i1 

H.Zi) 

SUTViTOf 


nBrli.S(ar 

S50 

Baclipoc'ltor'a Guidf 

5.3* 

Sworda orSitwry 

n.Sft 



Cheques, P.O.''sTcii; 

Ice Blue Software 


PREiil: PyjainaraTna 



36, Walpole Road., 

to first 5 orders 



LondooN.nSBJ 



MIDLAND COMPUTER LIBRARY 

ATTH: AMSTRAD OWNERS 

Th$ Fir^ & Large&l AMSTRAD Libf^iy in World 
. (often copied but neweroquaBed'.l 

1 Aitivsui££ftriS$£iyio^^naridc£sc: 

2 VajrfiTBtOpehjredftee 
J LffernembershipEe 

4 Hiroch»9a!fQincinly£l.50ir)Cp&pforiull7days 

5 f^ohii|l[>tha^indi,ii^Of g^ni$ayDijeanlM$' 

6 AN^rnesonginalswfthfiActocijnienmiDn 

7 Ganws. Business arid Educaitionai sottwsra- 
g Return of post service 

S Lowest new hard and software prices in ihe UK 
Id Join DOW on 14 day money 
11 DvwSDaiitlasiieliiXik 

PLEASE SEW CHQ/PO FOR « 
togaftjef wHJi rnee seieotion orlew^ SAE for luftherdetails 

MIDLAND COMPUTER LiaRARY 
28* College St, WoreectwWRI 25L 
Tel: (08031811072 




ASTROLOGY 
for beginners 

Teach yoLraelfajrtriplogy uaingycur Amstrad 
A Starter Pack eomphshg a simple progiram to calcu late a horoscope, a n 
iritt'OdodOfyhCcldetjrKj ^self'tedcliing prpgrlitis [how to interpret tli6 hproecop&l 

only £11.50 

No previpu.^ knowledge required 
Also many other programs for more experienced astrologers 

Please send methe Astrology Starter Pact for the Amstrad 
I entloseacheque/PO,U.K.for £11.50 (inc p&p). Outside UKadd SOp; or, 

I enclose a large see for free oataiogue 

Name ............... ............. 

Address ............... 

ASTROCALC (Dept A) 67 Pease roft Road 
Hemel Hempstead* Herts HP3 BER Tel: 0442 51S09 
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CHILTERN COMPUTER CENTRE 


BENEFITS; 

15^ DlsmLin.1. on oil Saltwfiiv 
OlscDimt on Hardwaj^ 

Games of the month 


AK^TRAC HARD WARE 


cpoieiCQijOLia 
CPC861 &]»EE.'J 
CPC ffil COLOUR: 

CPC «< GREEK 

Om-IDECDRTVI: 

fll-] pi SC DRIVE 

PPWEUgpFTLV'lHODCLATOJl 

JV.EJOVStli:tt 

dUCKSfCOTliJfKVHTlCK 

rmsc’niO'K Wi 

rjJLSC'IJPaCLEl 

DUP-LfWNITR 

UPltt RflLVTER NEjQ 

CTASO PflDfTErt 

HRipnrsLtiuy 

AMSTEADBOQKS 


IfACFnrrE CODE PQJ! BBOIKNEHS 
rPPLIR FIRST AMSTRaD PJDtICKAH 
THK-wriRRlKO.tHSTSAD 
SEMfiATiDKjHLGAMES QKAlfcTRAn 
BASIC PHJfiRAMHINC 0^ AMSTRAU 
practical J'K.JCFtAJtS POE CPC46+ 
STARmNGBSlClUIKW I) 
AliSTRADCAMESBMK 
AtumjADCOMPCTING 
AMifntAn PIOCRAMMING BOOK 
AJISTftAI) AJW WKLT lASffiUAriE 
AIIVEKTDBEOAMBEy PC^THE AU5TD 
40 EfiLT^TIONALllAUF^PDRCPCl^ 
COHPITERCHALLESM'IK^ 

INS AOUTSOETME AJAfitEAn 
rKRAUVAHCEO USEttOUIUE 
THKAl£CTRADCPC4li+£SPLOfim 
A CHriJlBGDlDEraTHE AMSTKAR 

AM^TRAD EQUCATIONAL 


amstraD Basic: iPAHTti 

AHSTRAD BASIC lPAJtT]:i 

ANIMAL. VBGETABL£.Mirf FJOll. 

HAPFVI-ETTER 

HAPPY NUMBERS 

HAPFV WRiriKC 

IDENniICT 

MAPFLALLiT 

MATHS LNV'AtlKHS 

OSPREY 

nUEHANOKE 

TIHENANTWO 

WOEDffANG 

wiierjtwiEi 

AMSTRAD GAMES 


H 4.7H AS P: 
3DSTA}l£rjlIHE 
AIMIRALGRaPSPBE. 
A3JVEKTXrRE<JUEfiT 
AIRTRATFICCOWIBOL 
ALIEN BREAK IN 
AMERICAN PDOTG all 
AMSGOLF lDBO*' 


AMSTRAD GAKEarUNT 

iLutn AMH(,:<;ii-P 
iLa.ai ANiiBpioonE 
ffl£J0U ANOKI.IdfPEACnJFEHCOtNTEE 
3MUU Aft'IMATBlJ^fTRIPPOItER 
ITAOU ARNOd.OIIOEQ^TOSIWER'HEFLEeLSE 
ItRSO ASTTUOArTAL'-IC 
ATOMSMaSHER 
la RATItCAMMOK 
1L.W ILLTTlJ^TClRMKKHi'AV 
40.(n BlAOLiHR 
DEIDOEltT 

IHSW BErOGEFLAVER 
nn.0(l CEKTreCOUETi DISCI ■■ 

199HO CHNrHE COURT 
LOUb CLIlHH.intaCi“ 

CHLIUAIX ESIJO 
CUSSarAPVKimTiii 
CLa£SH;'hai::imo 
DDDENaMKHATIDISCI'* 
it* OOLOffiALAUVIjarUIH 

S. W COMBAT LYKil 

7« COWIHOK 
B* CliAZYCHJLD 

1 90 Ct;BlT 

IRO MiVnHlHnsOHBDECATNLQW 
BRE ElAEKSTAH 
ERE DCEEKHOABIE 
14 M UfrraCTTVI. 

TIE mcCEUBARNES 
A.9E ClEAK'iaiN^OgiD 
A.5A DDNOIsYN AirVENTLIRE 
IRa E1.£CTtii'iiFiu:ni:NE: 

8.« ELBCTTll>rH3!nov lUlBCl" 

7.% EHERaLDIRLE 
3 as EIl‘*BEItT 

EETCTNEVIKING 
rANTASIA HAMOtCD 
L9 90 XIUHTECRPII^JT 
LRRa EIRE ANT 

FUCHTFAtUiaT 
HRS POGITBAiLHANAC'iKII 
«.RE FOHESTATWORLIlSEKI] 

*.W RKHTYFRANR 
7.1* PHUTTMAeKIKT 
AM OALACTIC PLAGUE 

7.% OaLaXia 
H.* GA'fEJ’lomtrFJI 
a.9G GBMSOFin^ix:s 
GHOSTBU^BhH 
t % GHOULS 

a as ghakdprikmiver 

HARBIEJl ftlTviCK DISC” 
EtAHJuniAnACK 

T. 9& HAOHTHP HBDUE3 

tlEROlSiiOFKIlA' 

Emo PAST 

S.«} NOUERU^NER 
7.-1* H0I7SECEIISHHH 
7.H NUNCBBACIt 
a.as HUNCHBACK lEHSCT)^' 

ISaS HUNCHBACKS 


GhoslbustErs, Knight Lore, 3D Starstrike 

AMSTRAD GAMC&IXINT 


MEMBERSHIP IS 

C5.D0 lor six monlhs dt C9.SC Eot a year 
YifTitB or phone Inr dataijs 


RH 

RM 

?« 

Aid 

aao 

790 

s.ao 

sa* 

Taf. 

H99 

T.94 

Jf.M 

S.H 

K.m 

AW 

aw 

aw 

ESW 
9 w 
L0 90 

S. !» 
ssi 

AM 

TM 

7.M 

s. aG 
a.ia 
aa6 
aw 
aw 

LE9A 

€9A 

i.<a 

49i 

7.M 

TW 

A.M 

AW 

T. W 
iiii 

a.a* 

aw 

aw 

BW 

RM 

AM 

IH.W 

t. H 
7.« 
law 
a.w 
aw 

EJO 

&90 

aw 

TW 

T.W 


HUNTER KILI Jin 

J.AJMVJN 

JETSOOTJAI'9i 

JETSETWLLV 

dEWELSOEBABVLllff 

JOH7aM1i'RE& 

AII.IJ3IGORILLA A GAUimkT 

ILNIO HTtjOnE 

ejong sneoLEHaAfTH 

LASERYIARP 

LOHnaOFTIME 

hAnerjAiKTR 

MASTERCEDLia 

HBSBAGE PBIIM ANUKOMED a 

HILLtOKAJRE 

HINI>ER 

W30NBUGCV 

MU. FREESE 

MS WONGS LOOPY LaUNDhy 
MUTANT HONTY 
Mt.:7ANTHDNTYnH3Cl'' 

mvstehyofthejava star 

DBMliUUV 
PINBALLWIZaHO 
PROJECT VOLCANO 

HlirscifY 

PUMi(:ErY.;oiBCi“ 

PYJamahaua 

FYJaMaRaha idwti " 

qi:Acai.AsrACK 

qUAC1£-AUACK.iDlSCC' 

B:Fn?coATS 

RCTURNTOEDEN 

ttlNGOT DARKNESS 

ftClLANU GOES DIGCINGlDISCi^- 

RMAND tiff THE RUN 

KOLAND LNTKlfC’AVR^f DISCI “ 

nOLAJrOLNTHECAVlSi; 

HI.K.ANDINTD(E: 

MtLAND IHTUMEHJlSCl “ 

EOLaS^DON WJPBStDISCh'* 

FOLAN'DflOtSIlMGOIKC 

ROLAHTUNfa'AfTinsri" 

ROLANTHINSPaCE 

RO LAN!} AHOY 

BSJI.ANDAIIOY-DISGI’* 

ROLAND GOES SQUARE BASfUNt; 

HO] JNDOKTHE ROPES 

FUlLANO tiff THE RLIN iTHSCl "■ 

SIR LANCELOT 

SNOWBALL 

SOTTW.AHESTaR 

SCWCEEV 

!TACE HAWKS 

Stack HA wiLa idisCj*^ 

SPaNNKFucan 

SPAKNEHitATi DISC " 

SPECJALrtPKaiAnDHS 

SPLATTiWfHT" 

SPLAT 

SJaRCOUHaNOII 



amstdadgames/cdwt 


AMSTRAD I/TILITTES CONT 


il.w 

fliait avemgil* 

9.W 

iiicMSfiiiiPTineir'i 

49 30 

HW 

3i::v*riAV[3SNOOKEH: 

7W 

MKrMSFHKADinSTi 

IPOO 

HW 

sti:™ nAviss^ooKEiiinisci ■’ 

(736 

MINIOPFJC'E 


Hsn 

STYXlK UARKFT 

9W 

MUSIC COHPIJS EH 

9i.SL^ 

6IS<] 

stockjaahk iTTinigci “ 

ILW 

NDNV.AT.AOCIKiNTK 

17.S* 

ew 

SULTaNSMA^ 

ElliS 

PABCALHHSCr- 


BW 

DUTERCNESS 


Favehij;. 

73.34 


.WBVrVGB 

•] M 

PITMAN lYPINO Timcif: 

3W 

A99 

TANK ELLTniFe; 

7 H 

niMWBCT PtANNHEHHr'K:'" 

£9W 

i-M 

TECIENLCIAN Tr.D 

7.9(1 

pmojPCTruLNNEa 

7499 

a.« 

TEST Match 

4.9C 

PUHDiAgcSIALESLECiGEIi 

3636 

3-W 

THEHOeBJT 

11% 

SCFttEN JIITilGNEIti DISCI" 

1936 

HW 

THKFTIIFP 

aw 

SCREEN Dil>iL(:NP;|l 

It 9L| 

5*U 

THE WILD HLINCH 


STiUlWATCHEIl 

19.919 

fiin 

rnACBRAi:* 

H 99 

EtTAEVATCMERlDilCl" 


99a 

TKLU. DFAltN(n.|] HE.ACK'WOOD 

Him 

.miCK-.'UD 

a.m 

TW 

nilKlDfi 

Si. IB 

9TDCK CONTROL 

17.W 

E:50 

WiUlZQNE 

29S. 

TAlfWlOBJUtf 

13.W 

KW 

WISEA FOGLOr AE.NHiqflLACKV'DDD 

tu 

THKiJUlLL 

I4 9A 


WGRLDCUF 

lal 

TtlAN.'iAITT 

7336 

UM 

9:anagraus 


ZFK MAI'HIN'FCGDE 

I6W 


A.W 

A.W 

a.w 

aw 

aw 

L2W 

H9E 

LS99 

stai 

U.H 

?.« 
A.w 
37 W 

H9(i 

taw 

a as 
aw 

LZW 

LZ.M 

a.99 

IS.fiQ 

BH 

law 

aw 

aw 

17 9R 

aw 

aw 

736 
7 35 
a 99 

LSM 

II. a 
ia.w 
a.w 


AMSTTlACUmmES 


ADVAjaCEOAMKIMJHDnjlSCl ■' 

ANSHOftltiAORU H1HX:R9 !)CiR 

AHHUTH HEAD ALeGNHKKTTAPE 

CASH PLANNER A FORECAilTE3l 

DATA RASE 

OEClSlOKUAHRR 

DBCtSION'HAKKHrmsCi 

DPM DATABASE 

EAS'AllSCALCSPItSAtlHHXRT 

EAS'AHSCALCSPMArJHHKPTT 

EAEI-AieWORD 

KNTHTFENEUii 

trfTHJCPENELIE IDC3CI“ 

HlSOn UmTHAC 

kisoptpascalat 

HOVE BUDGET 

HtfflOC ACXBOJNTS HANAGRE* 

L'JTKOtdpASCAL 

NVlYflTAT 

LOGOrLHrlLKCRAPHTCS 
MACHINECOOE TUTOR 
HAILING LIST 
MiCTEUFlLE 
UATTEBFILE1DECJ- 
VinatlPFMDISCl 


J3W 

La.9fi 

aw 

I2W 
M W 
Zf.M 
I9.9fi 
Sg.o}' 
la.w 
■a.w 
aw 

74 36 
79W 
1-299 

ai.w 

i«.a6 

14 M 
14.M 
a.sn 
19.W 
14.W 
1736 
TfW 
7SW 
49 W 


Msnftware prices 
IndudE carriage 
anywhEre In the world. 
All hardware prices 
iadude carriage within 
the U.K. OvErseas 
customers plsass 
Enquire far hardware 
prices please allow 14 
days for delivery on 
hartiware. 


KAHaPBOER 

PlEftSE KAKEGHTODES * FWAL QJIDEB P ATmz TD 

^■EHUHnill CDHPVTEKS LTtr 

7&B BKllDW HOAD. 

iz/U 

r BEDSUI] itY 

1TL:(S33j4B5ea4 

CUEHWJATUWA MAlLnUIERENDUTHIQWELIIlME 



Make your AMSTRAD start paying for itselD 

Games are fun, but it's time ^ou used your computer for something really 
useful, Like btini ng your fitiancial ailaLTs under control with,.. 

MONEY MANAGER 

A professionally written biis3ne3ai''persona] financial mangement system. 
Record all your transactions fqrthe past 12 months. Up to 100 entries per 
month. Up to nO classes of incnm&'eipenditure, divided into groups. Up to 9 
accounts {current, savings, credit card, building society, VAT, cash etc). 
Fully selective monthly atatements, annual statements, pie charts and 
multiple bar graphs. Full set of demonstration data included. “Clearly laid 
out, easy to understand, perfect fora tyro... the screen display is escel]ent’',| 
Popular coTuputing weekly. 

Cassette + 12 page manual, only£l495inclp&p 

from 

Connect Systems, 

3 Flanchford Rd., London W12 9ND 


HOME COMPUTER 

AKSTUJUI UTILITIES: 

BACKPACK 

CflEiUTIMATtJWCBlffBTSIEM IM3UE tMflCWAjIt AND 
SCFTWAflEQDMfllNATlDH. 

HlARAlffEEE im51IIlE55riJlLi™JlUlilWIINr>STmM 
HEIHMESAHYMIMESnECASStTTEnn^ £l296 

>nH{ SPEED UTTLrrf. 

[INVEHT3 SanWAfiEtDlOAD A7 RFEH 5PEE1 iTMOIlTMhllFATlBBJ^^iFK ffi 

□ISCHASTEH. 

rULLY AtraiMATTE TAPEID HSCTliANBFTJ imLiTT. £1 l.®|DIllJltlND-t]B[:i 

irriLmesnisc 

DSflaSEMBlJA SWFHKSTDaUUT. naCIQClUSfr asffi FTJflKATYEfl, 

BHSEIIEFHirreCT + MAIW >fl3HL EllElMIIlIllNliDiaCl 

3UaBC157APESQ!6PtHin 

PLEASE ADD £1 .m POST AND PACKING Offl SEND SAE. FQP FULL DETAILS 

Hime Cmapilvr S43 KoldenhiiTst Road, Boumemauth BHS BDA 


AMSTRAD SOFTWARE 


BIGRANGE LOWPRICES FASTSERVICE 



RRP 

PfIlCE 


RFIP 

PRICE 

UnLEFOAMKCWAY 

a.9& 

7.» 

JET SET willy 

T,9S 

e.25 

beachhead 

9.e 

fi.2S 

JEWELS OF BABYLON 

5.95 

4.99 

COMBAT LYNX 

tlSfl 

9.26 

FtETURNTOEDEH 

9.96 

7.» 

FIOKTER PILOT 

a.SG 

6.H 

ROLAND IN TIME 

B.» 

6.99 

FOOTBALL MANAGER 

7.96 

6.50 

SOHCIEPT 

S.95 

7m 

THE HOBBIT 

14.« 

1D.« 

STEVE DAVIS* SNOOKER 

7.» 



$EMO 1Tl» STAMP + ME POft PfllCE UBTTO; 


RAMESES 

12, WINSLET now, COLCHESTEn, ESSEX C012DO 


u WORDSQUAREWORDSQUAREWORDSQUAREWORD 

< THIS popular game NOW ON THE AMSTRAD. FIND THE 

O- HIDDENWORDSINABLOCKOEIETTERS. 

») 

g *15 CATEGORIES * 4 LEVELS OF SKILL * 450 WORDS * 
P ENTER & SAVE OWN WORDS * 

£ THOUSANDS OF COMBINATIONS PER CATEGORY 

i SEND 45.95 TO KEY SOFTWARE 18 HCHHBY CRDIT, 
g, LEYLAND, LANCS. 

“’WORDSQUAREWORDSQUAREWORDSQUAREWORD 
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SQUARE WORDSQUARE 

































































■3^1 

(and ) 

wOO IS GROWING! 

fou can reap the benefit) 

CHEAPER 

PRICES 

1 MSKS 

DYSAN 

3M 

MEMOREX 

BASF 

MAXELL 

Prwa par bo* o# 10 

TPI 

M 

5-9 

1-4 

5-9 

1-4 

5-9 

1-4 

5-9 

1-4 

5-9 

S/S S/D 

48 





15.60 

14.70 

14.d0 

13,70 



. S/S D/D 

48 

17.25 

16.20 

15.10 

14.20 

17.10 

16.00 

17.60 

1S,5D 



b /4 D/S D/D 

48 

25.30 

23,70 

20.70 

19,40 

20,60 

19,30 

21-50 

20.20 



S/S O/D 

96 

25.30 

23,70 

23.10 

21.30 

24.70 

23-20 

23.10 

21.70 



D/S Q/D 

96 

31.30 

29.00 

27.00 

25.30 

27.40 

25.70 

26.80 

25.20 



S/S S/D 

4& 



16.80 

15,75 

19,fl0 

18,50 

15-20 

14.30 



g'^ S/S D/D 

4S 

1 2470 

23.15 

21.75 

20.40 

20.S0 

19.50 

20,00 

10.80 



D/S D/D 

46 

29 30 

27.45 

25,05 

23.50 

27.10 

25.40 

23-BO 

22.30 



3' Convact tfbr the Amstnd Dk&c Drtva] 










39.00 

36.00 

aV*" Micro S/S D/D 

1S5 





41.80 

, 39.20 


_ 

_ 



iNu ^rie*i «t V*T but liw. ufTiiBfl. S/S ■ Sirifllfl Sidad D/S = Double Sided = Smqte Denfiiiy = Doubla Oanaty Q/P = Quad Qgisitv 


STOP PRESS — NOW AVAILABLE MAXEL ST Compact Oi&ks avaiHatJle in individual storage cflS«. 
£4.60 inc VAT i POSTAGE 

QRCAT NEW OFFER — 1000 LABEL-TflACK^ n Computer Labels in flip top dispenser 

E6.7S inp. VAT and Postage 


r RtBSOMS suppfied for most printers finckidirwi the Anutrad DMP1 @ £6,50 inc VAT and pgstaaei Prices on Appitf alien 


LISTHIQ PAPER (ofam or ruled) Prk*d ewtImi 

Boxad 

1-4 b^xaa. 

5-9 boxas 

10+boxes 


11" X a'// 

1PT 

60 gsm 


2000 

9,45 

8.85 

6.55 

LMJng Pxpir p6c« ii« 

irxoVj* 

1PT 

60 osrvi 


2000 

10.05 

9:40 

9.10 

txc. VAT. Dvihwy Ith 
wiWn 1$ tnjl< n^ut ijl 

11"x9Va" 

1PT 

70 Qsun 


2000 

11.40 

10.70 

10.35 

Bf^ntwiwd. 

irx9Vf' 

aPT 

NCR 


1000 

15.40 

14.40 

13.95 

Camaga at coft outaida 
thfft DrflDL 

irxT4V/ 

1PT 

60 asm 


, 2000 

13,60 

12,90 

12.50 



PfliHTlR OFFER - MTaQ+ Matrix Prirty lOO c.p-S- BRP £317 + VAT QUR PRICE E217 ine. VAT & canriage 


a*RWOOO*b STATtONERV CATALOOUE - Full colodi^ 224 pages - El .75 inc postage 



Gartnod (¥/holesahl UmHtd 

4S Plovers Meadt Vuyatte Green, Essex CM15 OPS S Blackmera {0277} 823747 







Masterfile 464 

"A LANDMARK ... WITHOUT QUESTION THE BEST 
DATABASE I HAVE EVER SEEN". Tony Kendle. 
Popular Computing Weekly. Prices: £24,95 (tape) 
£29.96 (disc). See larger ad elsewhere in this issue. 

Only available from Campbell Systems: 
MASTERFILE PROGRAM EXTEKSIONS (MPX): Use 

this to augment your MASTERFILE 464 to export 
data to other progroms- such as TASWORD, With 
MPX you can also write your own Basic to process 
the file in just about any way, even create a new 
file, or merge two files. What started as a filing 
system can now become a 
complete processing system. MPX 
comes on tape only, but Is easily 
transferred to disc, and is £9.95, 


►All our programs run equally wefF on 
CPC464 or CPC664. 

Prices Irvclude VAT Qrxl PSi? anywbaje wUhtn 
EuiOpa. Sand your ordar to ft>B a<ddreB be^ovv 
wffri paymon) moda out lo'CAMPBELL SYSTEMS': 
or tefophone us wish your Accois or 
Borclcivcdrd number. 


We are pleased to anrxxnce: MASTER-CALC. 
This spread-sheet program offers 3000 cells, 
variabfe/mixed column widths, spilt windows, high 
precision, unique formula handling, ard graphic 
histograms. Totally machlre-coded, MASTER-CALC 
is fast arxJ powerful. It hos a 4l>page manual. 
Look out for the reviews — the pundits predict a 
smash hit with this program. AMSOFT will be 
publishing MASTER-CALC but you can obtain it 
now from us, Price £24.95 (tape). 

£29,95 (disc), 




CAMPBELL SOFTWARE DESIGN Ltd (Dept AU) 

67 Trap's Hill Loughton Essex IGIO ITD 
Tel: 01-508 5058 



cs 































































































HARDWARE PRODUCTS from NORTHERN COMPUTERS 

Northern Computers Ltd supply & service AMSTRAD, Apple^ Apricot, BBC and IBM computer systems & peripherals 



TIffi AMSTRAD CPC 464 COMPUTER IN EDUCATION 

British designed * outstanding haidware features include: 

64K RAM memory, 32K ROM containmg a high speed 
standard BASIC and the operating system, high 
quality Qwerty Keyboard with numeric keypad, built- 
in datacorder, Mgh resolution graphics, 27 colours, SO 
column text, 3 channel sound with stereo output and 
volume control, user port, parallel printer interface. 

‘ AMSTRAD disc drive system features include: 

*CP/M version 2.3, Dr Logo and AMSDOS which up¬ 
loads AMSOFT cassette programs to disc, 

THE AMSTRAD EDUCATION 
SCHEME OFFERS: 

{for bcna fide education & training estaJ^Usiunents only) 

Substantial educational discounts. 

1 year FREE hardware service contract. 
Educational software lists for schools. 

Languages, utility, business and application 
software lists for higher education and training 
schemes. * 

Future product information. 

Network development infonnation. 

12 FREE software cassettes, 

Tel: Frodsham (0928) 35700 

nortftem Computers Ltd., Chuichfield Road, Frodsham, Cheshue WA6 6RD. 


ADVERTISER’S INDEX 


AIRSTRIP-ONE. 

. 95 

KEY SOFT...... 

„ 96 

AMSOFT.. 

. 2£/51/S7/74 

Kum ............. 

,...9 

AMSTRAD. 

... m2 

LOAD & RUN... 

.. 65 

ARIOLASOFT.. 

.... 2S/90 

MICRO GEN. , 

49 

ARNOR.. 

... 24 

MICROCOMPUTER WORLD.!, 

56 

ASTROCALC..... 

.. 95 

MICRO POWER. 

., 41 

BUTTSOFT.. 

. 95 

MIDLAND COMPUTER LIBRARY. 

95 

CAMPBELL SYSTEMS. 

.... 97 

MYRDDINSOFTWARE. 

.. 61 

CHILTERN COMPUTER CENTRE . 

. 96 

NEMESIS.... 

. 56 

CONNECT SYSTEMS.. 

.... 96 

NORTHERN COMPUTERS..... 

98 

CORNIX SOFTWARE.. 

. 52 

OCEAN SOFTWARE.......1/&WG 

DATACOM. 

.l/ST’/C 

O.J,SOFTWARE......... 

.. 53 

DATAC... 


PICTURESQUE. 

89 

DATASTAR . 

.... 48 

PRIDE UTILITIES. 

.. 89 

DIGITAL INTEGRATION. 

. 3 

P.S. GRAPHICS. 

..52 

DISKING. 

.... 79 

RAMESES ...... 

.. 96 

D.K.TRONICS. 


RAELTIMESOFTWARE ..... 

.. 17 

GARGOYLE GAMES. 

... 73 

S.D.MICRO SYSTEMS....... 

.. S2 

GARWOOD WHOLESALE. 

... 97 

SHINECREST....... 

.. 94 

GEMINI .... 

.. 26/27 

SHEKHANA ... 

52 

HISOFT....... 

... 33 

SIREN SOFTWARE,..,...... 

.. 07 

HOME COMPUTER. 

.... 96 

SPECTADRAW. 

.. 56 

HONEY SOFT. 


SPEEDEYSOFT. 

.. 77 

ICE BLUE SOFTWARE. 

..... 95 

STRONG COMPUTING. 

95 

INCENTIVESOFTWARE. 

... 11 

TASMAN SOFTWARE. 

.. 30 

INTERFACE... 

.... 89 

VIRGIN RETAIL .... 

.. 55 

INTRIGUE.. 

... 52 

WINTERSOFT .... 

..46 : 

K.D,S,ELECTRONICS. 

... - .65 

ZEUS SOFTWARE. 

.. 52 














































































































































































































































Open Ihelun-doer 


Ocean Software 
Ocean House * 6 Central Street 
L Manchester M2 5NS 
I Telephone 061 8326633 
^ Telex 669977 


GILUCAN^5 GOLP 


Oceai Software is available from selected branches of: 

WOOtWORm, WHSMITH LASKYS.Rumbelows, COMST. 

Spectrum Shops and all good software dealers. Trade enquiries welcome. 








































Amstrad CPC464 — = 

~ - Speech Synflicsizcr 


The dk^tronics Amstrad speech synthesiser and powerful stereo amplifier uses the popular SLO/256 speech chip and 
has an almost infinite vocabulary. It is supplied with a text to speech converter for ease of speech output creation* 
Everything you wish to be spoken Is entered in normal £n9lish, without special control codes or characters, it is there¬ 
fore extremely easy to use* The voicing of the words is completely user transparent and the computer can carry on its 
normal running of a program while the speech chip is talking. The speech output from SLO/256 is mono and directed to 
both speakers. 


Stereo Output 

To utilise the Amstrad stereo output on the back 
of the computer, the interface has a built in stereo 
amplifier, this gives all sound output a totally new 
dimension and greatly improves the sound quality 
and volume over the computer's internal speaker. 
Any sound that previously came out of the mono 
speaker will now be sent out via the interface In 
stereo. All programs that use the sound in anyway 
(i.e. commercial software) will now output 
through the interface, which is fitted with volume 
and balance controls . 

Speech Synthesis 

The Amstrad speech synthesis utilises parts of the 
spoken word known as allophones. These are 
actual sounds that go to make up speech. The 
SP0256 allophone speech synthesis technique 
provides the ability to synthesize an almost un¬ 
limited vocabulary. Fifty-nine discrete speech 
sounds (allophones) and five pauses are stored in 
the speech chip's internal rom. 



Text to Speech 

Although there are only 26 letters in the alphabet, letters 
have a totally different sound when used in different words. 
For example. The ‘^a’'in *Hay'is much longer and softer 
than in 'Hat' . When you speak you automatically make 
adj ustments because you know just how a word should sound 
Not quite so easy with a computer. 

The machine code software is mainly developed to this mode 
of operation. 3.5K is used for tables which contain the rules 
& exceptions to the rules of the English Language, 
e g, I before E except after C) This therefore allows the user 
to enter words to be spoken in normal English . 

Speakers 

Supplied with the Speech Synthesizer are two high quality 4" 
speakers these have been designed to compliment the Amstrad 
Computer. They are fitted with 1 metre of cable and can be 
positioned for the best stereo effect. The synthesizer inter¬ 
face fits neatly on to the rear of the computer. It has a 
through connector to enable other interfaces (e.g. Disc Drive) 
to connect to the rear of the synthesizer for ease of expansion 
Please send S.A,E, for a copy of the instruction manual 
which will give full and comprehensive details. 


dlTtronics 


Saffron Walden, Essex CBll 3AQ 
Tel: (0799)26350 10 lines 


New Basic Commands 

There are 8 new Basic Commands which control all the 
functions of the interface. Making the Synthesizer very easy 
to use. You can even control the speed at which it will talk 
to you. Or use the synthesizer to create sound effects like 
a fourth sound channel. 

10 PRINT AMSTRAD'" 

The above is an example of the Syntax for entering speech 
into the computer and shows how simple it is to use. 

The instruction book gives comprehensive details and 
examples of how to use the interface both from machine 
code and basic. 

How to Order 

The Amstrad Speech Synthesizer costs only £39.95, You can 
obtain your synthesizer through any good computer store or 
by completing the order form and returning it to: 
dk’tronics Limited, Shire Hill, Saffron Walden, Essex* OB 
by telephone quoting your bare I ay card or access number. 
Orders normally despatched within 24 hours. 

Please rush 

.**[QTyi Amstrad Speech Synthesizer at £39.95 +£1.25 p&p 
I enclose cheque/PO/Cash for Total 
o r d eb I £ m y Access/Ba relay ca rd No. 

m I 1 I I I n 1 .. 

Signature 
Nome..* 

Address 
























































